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Editorial 


ST - DIVIDING THE COMMUNITY? 


t have mixed thoughts about the ST, On the one hand it is an Atari 
and tvitl certainty be of great interest in many of our readers who for the 
past couple of years have been trying to stretch their 800 : s or XL's 
beyond what most uninformed people thought possible, On the other 
hand there is a danger that the machine will drift off into the heavy 
business end to become the preserve of business men who have no 
interest in computing as such. This side was graphically represented by 
a gentleman on the Atari stand ar the PCW show who looked down his 
nose in disdain when I introduced myself as the publisher o-f an Atari 
Users magazine. ' We only produce products for business men' he 
said. 

As I sit and write I have a n ST lying id I e beside m e. Idl e because th ere 
is no software available and, much to my regret, 1 won't have the time to 
explore it in the same way as I did my old 800, I am- afraid that 
programming for myself has had to go by the board since E started 
PA G E 6. 1 bo u g ht it for several re asons. I want to run all of t h e bu smess 
and subscription side of PAGE 6 on an Atari machine. 1 have been 
proud of the fact that every single facet of PAGE 6 has been 
accomplished using Atari equipment from the beginning but 1 have to 
admit that at times it has been a struggle? The 5 20 ST will provide all the 
power rhat twill ever need to continue and improve PAGE b. 1 also want 
to keep in touch with all the different types of software that will become 
available. I must admit that 1 was- not looking forward to the machine 
with the same excitement as when E just bod to have that 400 all those 
years ago, but now that I have played a little with it all the old 
excitement has come back I want to know what's Inside, E am eagerly 
awaiting the first books, dying to get hold of software and longing to 
explore all over again. 

Th e 520 ST (and the 260ST) has im m ense power an d an exd temen t 
for all users and il would be a tragedy if it becomes a business only 
machine. I am sure that won't happen but I would love to know your 
views Will you buy one? What will you use it for? Why not write and tell 
me? 


PIRACY 


I have said my piece. You all know where PAGL6 stands and [don't 
intend to bore you by publishing any more on this subject but 
something was brought to my attention at the PCW show that must be 
aired. 

The message is obviously getting home and Atari users are finally 
getting better recognition from the software companies but there is one 
sick Snd ivid u al o ut th ere who co ulci set u s al I back a cou pie of years. Ken 
Ward of the Norwich User Group has always been an outspoken 
advocate of Atari and has criticised both piracy and software com¬ 
panies for charging high prices. The software companies are slowly 
responding but Ken showed me a number of items he had received 
from an aggrieved pirate which contained fabrications about him and 
oven included myself in its sick diatribe. Now if It wore just a private 
campaign t would not bother but this individual is distributing pirated 
disks and copies of DCS which state that they are pirated by Ken and 
the Norwich Users Group. My name has also been mentioned and if 
(when) these get into the hands of an unsuspecting software house all 
the work we have done on you r behal f over the past cou pie of years wi 11 
be gone, 

If you see any disks or publications of this sort ignore them, or better 
still destroy them. If anybody knows who is responsible put him right 
You will be the one to lose in the long run. A number of individuals have 
worked hard over the past couple of years to promote Atari for the 
benefit of all genuine users and Ken Ward is one of fhem. 
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SOFTWARE 
APPROVAL SCHEME 

Having to buy most software by 
mai] order means that you often 
have to take a chance on the quality 
of the product In order to give you 
some help, Atari have started a 
'Software Approval Scheme 1 in 
which they will regularly evaluate 
software and issue an 'Atari Appro 
ved Software 1 label for the best 
Among those software packages to 
have earned approval so far are 
EARTHVIEWS, and SPACE BASE 
from Antic, RESCUE FROM 
FRACTALU5 and BALLBLA2ER 
from Activision, PAPERCLIP AND 
B-GRAPH from Batteries Included, 
PRINT SHOP and BANK STREET 
MUSIC WRITER from Broderbund, 
MICROBASE+ from Silicon Chip, 
ACTION! and BASIC XE by O.S.S., 
ZORRO and KENNEDY 
APPROACH from U, 5. GOLD, 
HITCH HIKERS GUIDE TO THE 
GALAXY from Infocom. pFORTH 
from Bignose Software, THE FAC- 
IORY by Hesware, SYNCALC by 

Synapse and, finally, PINBALL 
CONSTRUCTION SET and SEVEN 
CITIES OF GOLD from Ariolasoft 

Most of these titles should be 
available from your local dealer but if 
you have difficulty try Software 
Express on 021 384 5080. 


NEW ARIOLASOFT DEAL 

Ariolasoft who already have an exclusive licensing deal with Electronic 
Arts and Broderbund to release their products in this country have now 
signed an agreement with the Canadian firm Batteries Included a company 
noted for its support of Atari in the 'serious 1 field Ariolasoft will be bringing 
out Batteries Included 1 * new range of integrated software for the ST which 
includes a stock portfolio manager, word processor, combined spreadsheet 
and graphics package and a database manager. 


DAILY MIRROR 

REVOLUTIONISES 

NEWS! 

Mirrorsoft, another of Robert 
Maxwell’s companies have under 
development for the ST a program 
that could change the face of club 
and society newsletters and small 
publications. Entitled FLEET STREET 
EDITOR it is a full design and layout 
system for small publications cap¬ 
able of driving a photo typesetter. 
The package for the ST is being 
designed by the person responsible 
for the Daily Mirror's own page make¬ 
up software and is expected to be 
available early next year. 


MERCENARY! 

MERCENARY - Escape from Targ 
needs no further recommendation 
other than to say it is the successor to 
ENCOUNTER one of the finest 
British programs of last year. A com¬ 
bination of flight simulator, adventure 
and arcade fun it promises to show 
once again that not all the top soft¬ 
ware comes from the State s. 

What does it look like? See for 
yourself. 


DIGITISE! 

We have had numerous enquiries over the past couple of years for a 
means of digitising pictures on the Atari. Now a company in the States has 
intro d u ced COM PUTE R EYES which re ta ils at £ 13 0 f or th e b asic u n it With it 
you can digitise any printed image, but you can do more. An attachment is 
available for a video camera and special transfer sheets can be purchased 
enabling iron-on transfers for tee-shirts to be made on an ordinary dot-matrix 
printer. For further details contact Digital Vision, 14 Oak St #2, Needham 
MA02192, US.A 


NEW HARDWARE 
BARGAINS 

If you have missed the announce¬ 
ments elsewhere, think now about 
buying a friend a Christmas present 
The 800XL with joystick is now 
£69.95 and a pack with a data 
recorder sells at £99. If you want 
something for yourself how about 
upgrading to a 130XE with 1050 
disk drive and four pieces of software 
for £265? Or you can get a 1027 
printer thrown in for a total of £350, 
The bargains keep coming! 



W.E.E HAVE GONE. 

W.E,Electronics who have advert¬ 
ised add-ons in past issues have 
ad v i se d th at * d u e to c omm i t m enf s i n 
other areas 1, it will be unable to 
support its computer peripheral pro¬ 
ducts and cannot take further orders. 
After sales support to previous pur¬ 
chasers will continue. 

ATARI BITS 

. The ST OS ROM should be 

available by now. At the time of 
writing the price to those who already 
have an ST is said to be £12. 

.There are rumours that you will 

shortly be able to buy the ST in bits 
such as the CPU on its own. 

.Attributed to Jack Tramiel -’We’ll 

be having higher capacity disks (for 
the ST), CD ROMis will be ava i la ble i n 
early 1986 and well also have higher 
resolution colour graphics in the 
machine 

,,,,, A 'well informed source’ in the 
States claims that Atari sold 50.000 
(yes!) 520STs in the first six weeks 
on sale, thus outselling the 
Macintosh. 
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Review 


XOS/80 COLUMN PACK 

from Computer Support 
Price £69.95 


I have to admit that this is a review of a product that I have 
not persona I iy tried but others who have used it have raved 
over it and urged me to do a review. Why haven't 1 tried it? 
Well, as far as hardware goes I am a complete novice and 
on my 800XL at least, it requires the desoldering of a chip 
and the resoldering of the XOS chip. That believe me, is no 
job for a complete novice! Don’t be put off from reading on 
though because if you want one Computer Support will fit 
it for you 

At first sight an SO-column pack would seem to be of 
interest only to dedicated word-processors but behind the 
product title lies a whole host of changes to the XL/XE 
Operating System which you might welt wish to consider, 
First though that 80 column mode. 

You are not stuck with 80 columns. What the chip does is 
give you an 80 column option which is enabled by holding 
the SELECT key on power-up otherwise the machine 
defaults to normal 40 column mode. In order to ensure the 
maximum readability the screen is forced to black and 
white in 80 column mode and other standards (in both 
modes) include a faster keyboard response, a properly 
centred screen and the cursor redefined as an underline. 
All editing facilities remain the same but the character set 
has been redefined to include that elusive £ sign in lieu of 
the backslash. It would probably have been better to 
redefine the hash {#) as this is the ASCII standard for a £ 
Sign on most printers, and put the hash in place of the 
backslash. Maybe they will do this on a later revision. So far T 
excellent changes to make the machine much more 
professional as far as word processing is concerned 

Most software packages that use the recognised screen 
and editor hand t e rs wi 11 work f i n e b ut some that have s ho rt 
cuts to the OS may not work Computer Support have 
been working on a number of patches to these and can 
probably advise whether your word processor wiil work or 
get it to work. 

Let’s go back to 40 column mode. Here you will get a 
default screen of green with white characters and a number 
of other changes. Perhaps most important is compatibility 
with the old Revision R OS which means that virtually all 
your software will now run without the need for a Trans¬ 
lator. Now, that is probably of great interest to cassette 
users, who up to now have had to miss out, and cassette 
owners will find another bonus. The cassette load and save 
has been adjusted to 820 baud so that all programs will 
save and load some 40% faster and they will be still be 
compatible with other machines. If you are into commer¬ 
cial games most of which boot without BASIC you will be 
pleased to find that the use of the OPTION key has been 
reversed so there is no need to hold it down to boot 
software. 
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Programmers will benefit by using CONTROL and TAB 
to stop/ sta rt sera 11 ing of 1 i sti ngs allow! ng one f i n ger control, 
and having full error messages displayed (and buzzed!). No 
more hunting for manuals. And programmers wilt also find 
many other items of interest for several features of the OS 
can be controlled by software, 

Other changes include the halving of printer timeouf and 
the echoing of joystick ports 3 & 4 from the old OS to ports 
1 & 2 allowing programs that use these ports to run on the 
XL/XE 

What sort of support can you expect from Computer 
Support having forked out£69.95? Well firstly they offer a 
full year guarantee on all products and secondly will 
provide you with an updated ROM whenever amend¬ 
ments are made; for a fee of£6 which will include the latest 
in stru ction s. As fa r a s u pd ates go, th ere is a spare 3 K o n th e 
chip and Computer Support invite your suggestions for its 
use. If there is some feature that you think is missing or you 
think could be improved, tell them and you may well find it 
on a subsequent revision. The people there are certainly 
knowledgeable and will try to ensure that you get the best 
from the product 

To sum up then, a lot of useful features are hidden 
behind what appears to be a straight 80 column screen 
handler If you are confident with electronics or are lucky 
enough to have an early 800XL with socketed chips you 
should have no problems in fitting the XOS yourself but if 
you have any doubts you can send your machine to 
Computer Support and have it fitted. This will push up the 
price by a further£15 but a repair will cost a lot more. 

If you would like to get a look at the XOS before buying 
and have a User Group nearby ask the Secretary to get in 
touch with John Lawson at Computer Support and he will 
probably arrange to give a demonstration. + 


ATARI 600/800XL 

DUAL OPERATING SYSTEM 

You gov Id ha\/e a dual operating system with the flick of a switch. 
This will allow you to run all known software written for the 400 
and S00 computers or your XL 

It consists of a small socket board which simply plugs into 
computer. No soldering required. 

Price £29.95 

Marl Order to: 

G. PAUL 

3 Francis Ward Close, Hilltop, West Bromwich, 
w&st Midlands B71 2PY 
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33, GRMSKIRK ROAD 
PRESTON 


MAIL ORDER {0772) 27236 lO^OOam - 6’00pm 

BULLETIN BOARD (0772) 27236* 6 = 00pm - 9:00am 



LANCASHIRE 
PR1 20 P 

TEL: (0772) 21474 


Seasons Greetings to all our customers 

VISA & ACCESS WELCOME 































































































































































































































































































































Qames 


'BEffttt 


Welcome to Bertie, a variation of the classic game of Q- 
Bert 

The object of the game is to move Bertie about so that he 
colours in every cube on the screen without falling off the 
pyramid falling into the hole (which moves!) or being 
caught by the frog. After a lot of patience and practice 
screens l t 2 and 6 can be done butthe rest are easiertogive 
you a breather, Once a screen has been completed the 
game continues from that level even after the game is over. 
You have 3 lives, look after them! 

Pressing START or the fire button will start the game and 
Bertie is controlled by left right or diagonal movement of 
the joystick To pause during play, press any key and press 
a key again to resume. Pressing OPTION at any time during 
play will abort the game, 

A machine code routine from PAGE 6 Issue 13 has been 
used to display the Player Missiles. It also allows 48 
frames to be stored in memory for each Player. Intricate 
animation can be achieved with the use of this routine. To 
call up a Player use MO=USR(1568AB,GD) where A = 
Player number, B — X co-ordinate. C = Y co-ordinate and 
D = frame number. This routine appears in tines 20000 to 
20040. 


HU 

HP 

UD 

ZC 

HP 

MM 
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UF 

QZ 

RK 


GC 

on 

01 

FY 

AZ 

JW 

OD 

LA 
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I "tn iaiBaa *-■ 

i rem [a —i 
■REM ■ 

p r m 


Michael Kenpsl#r 


REM [II 


PACE & MAGAZINE - ENGLAND 



REM 

Kr.fl 

10 ? CHR$ (1251 : POKE 82,0:POKE 752,1 : PD 
KE 710,0;GOSUB 30000 
15 POKE 559,flifiEM 

20 RESTORE 30:DL=PEEKC5603+PEEKt5611*2 
58 i POKE DL+3,7i:F0R 1=5 TO 24:READ A:P 
OK E DL + I f ftsNEMT I 

30 DATA 7,6,6,2,2,4,4,4,4,4,4,4,2,6,6, 
7, 7 J 2,65 

40 POKE DL+25,PEEK(5601 ! POKE DL+£6,PEE 
K C 5 613 !POKE 7Q8,119:POKE 709,15 
50 POKE 710,0:POKE 711,68:POKE 756,CHS 
ETi? CHRS(125J - POSITION 2,0 
60 ? "PARAMOUNT AIN":POSITION 30,6:? M S 
oftware ":position 6,1:? "n2=H3iSB ,J : POK 

E 752 ji1 POKE 559,34 

80 RESTORE 50©;FOR R0H=4 TO 10:FOR COL 
=5 TO 34:READ A:IF A=7 OR A = 8 THEN A-A 
+128 

90 IF A=® THEN A=64 

100 POSITION COL,ROW:? CHR?tA+96J:NEMT 
COLiNEKT ROW 

110 POSITION 9,121? "by":P05ITION 2,13 

:? "Michael ke»p£t@F“ 

120 POSITION 4,143? "PLEASE WAIT LOADI 
N G MAIN PROGRAM" 


by Michael Kempster 


TYPING IT IN 

Simply type in both listings and save them on the same 
disk or on tape one after the other. If you are using cassette 
make sure that you change line 150 as stated in the REM 
and if you use disk SAVE the second listing with the 
filename 41 0:BERTIE,2 '. RUN the first listing which will 
automatically load the second. 

ST 150 POKE 87,2 I RUN "D:BERTIE.2":REM FOR 
CASSETTE USE POKE 764,12:CLOAD 
PJ 199 END 

VH 500 REM UT'\t-m Jil J 1 

RB 510 DATA 0, 5,5,5,6,0,5,5, 5,0,0,5,5, 5,0 
,0,5,5,5,0,0,5,5,5,0,0,5,5,5,0 
UN 528 DATA 6, 3,1,1,2, 6,3,1, 1,2, 6,3,1, i , 2 
,6,3,1,1,2,6,3,1,1,2,6,3,1,1,2 
HZ 530 DATA 6,1,7,7,7,6,1,7,7,7,6,1,7,7,7 
,0,4, 7,7,7,0,4,7,7,7,6,I,/,7,7 
AP 54© DATA 6,1,7,0,7,6,1,7,2,0,6,1,7,0/7 
,0,6,1,7,0,0,6,1,7,0,6,1,7,2,0 
ON 550 DATA 6,1,7,7,8,6,1,7,7,O,6,1,7,7,8 
,0,6,1,7,0,0,9,1,7,0,6,1,7,7,0 
UD 560 DATA 6,1, 7 , O, 7, 6,1,7,1, 2,6, 1, 7, 1,7 
,0,&,1,7,0,6,3,3,7,2,6,1,7,1,2 
IT 570 DATA 0,4,7,7,7,0,4,7,7,7,0,4, 7 ,4, 7 
,0,0,4,7,0,0,4,7,7,7,0,4,7,7,7 
PR 3000O REM 

BO 3001O CHSET-PEEK(1061-®:CH=Z56*CHSET:D 
IM CHAR? 1701 ;RESTORE 30300 
GW 30028 POSITION 14,10:? "PLEASE WAIT":P 
OSIT10 N 14,123? “CHARACTER:" 

CO 30O30 CHAR?=*V«$K«* (3 tA&CDEFGH1KLMNOPR 
STUUWY0123456789abedefghi*+,tl" 

NP 30040 FOR 1=1 TO LENCCHAR?! 

FO 30850 CrtP05 = CH+(ASCCCHAR? (II)-321*0:IF 
ASC(CHAR?CI5)>96 THEN CHPOS=CH+CASCCC 
HARlCin 1*8 

WA 30O68 FOR A=0 TO ?:READ B:POKE CHPOS+O 
,BiMEHT A:POSITION 24,12:7 CHAR$(J,I1 
CN 30070 NEMT I 3 RETURN 
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DATA FOR GRAPHICS CHARS 


30300 REM 

WF 30310 DATA 0,3,13,53,53,53,61*15,0,255 
,85,65,05,85,85,255 

CX 30320 DATA 0,240,S2 r 87 * 87,87,35,255,51 
,12,51,12,51,12,51,12 
LH 30330 DATA 63,63,63,63,63,03,63,63,51, 
12,51,12,15,3,3,0 

VY 30340 DATA 8,0,0,0,0,0,63,0,63,63,63,6 
0,60,48,240,0 

Til 30350 DATA 0,0,12,12,0,12,12,0,0,26,62 
,110,127,119,119, 11? 

01 30360 DATA 0,126,115,126,127,115,127,1 
26,0,63,112,112,112,127,127,63 
HH 30370 DATA 0,126,115,115,115,127,127,1 
26,0,127,112,124,112,127,127,127 
SU 30380 DATA 0,127,112,124,112,112,112,1 
12,0,63,112,112,110,115,127,62 
MG 30300 DATA 0,110,110,127,127,127,110,1 
10,8,127,28,28,28,127,127,127 
WP 30480 DATA 0,115,110,126,124,126,110,1 
15,8,06,06,06,06,127,127,127 
MA 30410 DATA 0,00,127,127,127,107,00,00, 
0,115,123,127,127,110,115,115 
HZ 30420 DATA 0,62,110,110,110,127,127,62 
* 0,126,115,127,126,112,112,112 
SC 30430 DATA O,126,115,127,126,llO,110,1 
10,0,63,127,112,126,7,127,126 
KD 38448 DATA 0,127,127,28,28,28,28,28,0, 
110,110,110,110,127,127,62 
TO 30450 DATA 0,110,110,110,110,127,62,28 
,0,00,00,107,127,127,127,00 
AS 30460 DATA 0,110,110,127,28,28,62,62,0 
,63,51,51,63*63,63,63 
ON 30470 DATA 0,12,60,12*12*12*63,63,8,63 
,63*3,63,48,63,63 

CL 30480 DATA 0*63,63,3,15,3,63,63.0,51,5 
1,51, lb 3 * 63,3,3 

LM 30400 DATA 0,63,63,48,63,3,63,63,0,63, 
63,48,63,51,63,63 

RM 30500 DATA 0,63,63,3,3,3,3,3,8,63,63,5 
1* 63,51,63,63 

ML 30510 DATA 0,63,63,51,53,3,63,63,85,65 
,85,85,85,85,85,85 

HI 3O520 DATA 128,128,06*06,88,88,86,86,1 
40,140,101*101* 80* 80* 86,06 
Cl 3053O DATA 140,140*37,37,O,O,2,2, O , 0 , © 
,0*0*0*170*17© 

05 30540 DATA 2*2,2,2,2,2,2,2,255,255,255 
,25 5,255* 255* 255,25 5 

PP 30550 DATA 255,252,240,224,216,248,254 
,255,2*2*2,2*2,2,170,178 
FI 30566 DATA 0,3,14,58,58,58,62,15,0,255 
,170,178,170*170*170,255 
XM 3Q570 DATA 0,240*172*171*171,171*175,2 
55,0*0*48,12,255,12, 48,0 
HC 30580 DATA 0,0,12,48,255,48,12*0 
JT 30500 HEW 


FINISH - PART ONE 



HM 1 REM 

MA 2 REM G 

3 REM 

KP 4 REM I WMiill 111 I IM f I I 1 II I 

HR 5 REM 
LC 6 REM 

!C 7 REM riuilfii ti if *i tTiiiiiiiiiiiTiii^iiiiiiMihT it, i it mi it i t r 
HH 10 GRAPHICS 6:CHSET=PEEK C106J—8 E POKE 7 
10,0;POKE 756,CHSET:GOSUB 2O800:LEU=X 
GB 20 LI = 3 : SC = 1© ; S^ = ,, 00O10 ,p : HlS=‘ 1 G050e ,J 
SG 30 GOSUB 13080 >605118 14000 
FE 40 POSITION 23,01: ? 11 O BcQeQN S 11 ; LEU;" 
□" t POSITION CK-50J 74, CY-383 78 S? 

FOR N=i TO 306:NEHT N 
YH 58 GOSUB 100!POKE 707,0!H1=TKsY1=TY3GO 
SUB 200:TK-M1;T¥“V1:MC= U5ftCIS68,3 *TH* T 
V,63:GOSUB SOlGOSUB 06 
AY 60 GOSUB 10OiXl=IK:Y1=IY3GOSUB 200!IK= 
HI:IY-Y1JPOKE 707,15:MC-U5R(1568,2,IH, 
IV,5”FR5;GOSUB S0:FR=FR+1 
GM 65 IF FR>I THEN FR=6 
GK 70 GOSUB 06:GOTO 50 

TH 00 IF (X=TX+1 AND Y=TY~6J OR CK=XH AND 
Y-IYJ THEN POP :GOT0 400 
ZH 01 IF PEEK £7641 0255 Oft PEEK (5327SJ=3 
THEN POKE 764*255!GOTO 700 
AJ 05 RETURN 

TE 06 SOUND 0,100 * IQ,16:FOR N-l TO 15:NEH 
T N1 SOUND 0,0* O,0:RETURN 
GM 100 REM 

RO 105 X1=K!Y1=Y3S=5TICKt0):2=0 
TH 11© IF 5=11 THEN H±=H1-16iGOT0 170 
XF 120 IF S“7 THEN H1=K1+16:GOTO 170 
KG 130 IF 5=6 THEN Kl=Kl+4:¥1”Yl-16SGOTO 

170 

CH 148 IF 5=5 THEN K1=H1+123Yl=Y1+16EGOTO 
170 

UZ ISO IF S=18 THEN H1=H1-12:Y±=Y1^16!GOT 
0 170 

UK 160 IF 5=0 THEN Kl=Kl-43Yi=Yl+16 
YP 170 IF Hi>50 THEN LOCATE CK1-S0)74*CV1 
■- 383 7 B,ZIIF 7 = 42 OR Z=33 THEN H=H1:Y=Y 
1 

NL 180 IF Hl> 50 THEN SOUND 6,206,16,1©3FO 
R N=1 TO 20:NEHT N:SOUND 6,6,8,6:IF Z- 
33 THEN GOSUB 300 

LM lOO MC-USRC1568,O,H,Y,O+FRJ!MC-U5RC156 
0,1,K,V,2+FR>:RETURN 
WH 20© REM 

ZM 210 IF K<=K1 AND Y<Y1 THEN X2=-12:Y2=- 
16!GOSUB 270 

NJ 22© IF X>=K1 AND Y<¥1 THEN X2=4:¥2=~16 
:GOSUB 276 

RM 230 IF K<=K1 AND Y>¥1 THEN H2=-4:V2=16 
:GOSUB 270 

UG 246 IF X>=X1 AND Y>Vt THEN X2=12;Y2=1G 
:GOSUB 270 

UM 250 IF X> HI THEN X2 = 163Y2 = 0:GOSUB 270 
SB 260 IF K<H1 THEN X2=”16:Y2=03GOSUB 270 
US 270 LOCATE INTCH1+K2-50J74,INTCY1+Y2-3 
8 > 78,Z:IF Z=42 OR Z=33 THEN X1=X1+X23V 
l=¥l+¥2:POP 3 RETURN 
ZO 280 RETURN 
GJ 300 REM F¥i|giHUM«i:riT:iH4 

EF 305 MC=USR(1568*0*K,V*0):MC=USRC1568,1 
, K,V,2> 

PP 3LO SC=SC+10*LEU3S5C6-LENCSTRS(SCIJ,5J 
=STR$C5C3 ; POSITION 30,7:? 5l:IF Hl5<s£ 
THEM HI$=Sf3POSITION 30*4:? HIS 
N¥ 320 POSITION (X~503 74 , CY~38J 78 : 7 ,,J »+* " 
!FOR N-5 TO lO!SOUND 0,10OMN,10,10:NEH 
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T N ! SOUND Bj.Oj.0jO 

HI 33® DOH-I>DN*± ; IF DON = Cl MO THEM POP :GOT 
0 60® 

ZH 340 RETURN 

DI 40® REM «iH4MWfgl 

CV 41® FOR N = i TO 3 : MC=U5ft (1568,11, 0, ®, O) : 
NEHT H: MC=U5R(1568 f O,K,Y,OJ JPOKE 623,5 
s FOR 0=1 TO 9 

G J 420 FOR N = 9 TO 1 STEP -1 S POKE tt+PM, PEE 
KCPH+K-13 ;POKE PM+A-l,0iNEHT H:KQ=L1SRC 
1066,0,H ( Yj 03 

HJ 430 SOUND ©,58+0*10,8,10:NEHT ft;SOUND 
0,0*0,0:MC=USR £1568* 0*0,0,01 : 60 SUB 200 

40 

OK 440 POSITION CH-50J74 * £Y“38)/8 : ? : L 

I=II-1IIF 11=0 THEN 50® 

SO 4SO POKE 623,1:G0SU® ±307®SMC=U5R£1568 
*0,H,V,0J ;MC = LJ5R£15&&* 1,H* V, 2> :MC=USR£ 
1568, 2jIH,IY,4> 

FO 460 HC=USR£1560*3,TH,TY* 63 :FOR N=i TO 

2 0® S NEKT Ns POSITION 35,1®:? CHR$C303 *‘L 
ISGOTO SO 

ks 5®0 Rem fflrrrTMiuwTi 

OV 51® POSITION CH-503/4,£Y-38378:? s P 

OSITION 2 S * 8 s ? "gGM3 Q00Q3" S RESTORE 55 
O:FOR N = ± TO 8S READ A,B 
HD 520 SOUND 0,0,10*1®:FOR C=1 TO B*4SNEK 
T CiFQR C=5 TO O STEP "1 l SOUND 0*6*10, 
C:NEKV C:NEHT N 

RZ 530 FOR N=± TO 100:NEHT N!5C=10ISSs"®® 
®i0*"SLI = 3 ; DON = l ! GOTO 30 
PN S50 DATA 171*15,227,7,227,5,2#3 ( 35,227 
,20,0,1,±79*±2,171,15 
RH 600 REM 

MG 610 POSITION CH-503/4,£Y-383/®:? :S 

OUND ®,10®,10,1®SSOUND 1,200,10,1®:SOU 
ND 2,150,1®,10s POKE 53768,13 
JM 6 20 POSITION 21,0s? m BsSp{ 3®[I| C0«0I[lt[3d 
□“sFOft A=1 TO 50®iNEHT A!FOR N=® TO 3: 
SOUND N,0,0,0 

ZL 630 MC=USR(1568,N,0,0*03SNEMT N : LE U = Lt 
0+1lIF 1EU>6 THEN LEV = 1 
BE 640 GOSUB 13000:GOTO 4® 

YR 70® REM JiJ»11Hi»gT?T«M = M?fcd 

UU 71® IF PEEK£532793=3 THEN FOR N=® TO 3 
SMC=U5R£15G8,N,0,8,0):NEWT N;GOTO 750 
GC 720 IF PEEK£7643=255 THEN 720 
HN 730 POKE 764,255!RETURN 
IW 750 ? CHR$(1253 S POSITION 25,0;? "0A[lE 
EDBERD" i FOR N=I TO 40® s NEHT N; GOTO 30 
SK 13000 REM 

SJ 1301® POKE 559,0!DL=PE£K£560J+PEEK£561 

3 *256 SPOKE DL +3,7 0 : POKE DL,+®,6; FOR A = 7 
TO 2®SPOKE DL+A,4:NEHT A 

UN 1302® POKE D L + 2 9,6 5:POKE DL + 3®,PEEK£56 
03 SPOKE DL+31,PEEK(5613 SPOKE 623,i:POK 
E 5 59,5 8 : POKE 02,OS? CHR$£1253 
6R 13030 POKE 706,11®SPOKE 7O9,3O:P0KE 71 
0 ,15s POKE 711,60:POSITION 7,0:? ‘- IBJlfl 
[^POSITION 0,3 

PP 13040 ? “CHANGE TO* 1 S POSITION 2,5 S? “H* 
+ ,0“ : POSITION 20,41? "HIGM5C0RE : 11 J HIS 
St 13550 POSITION 24,71? “SCORE:“;5$:PCSI 
TION 26,10:? "LIVES 1"JLISPOSITION 3,6! 
? " 1 £ 1 “ :POKE 752,1 
RO 13 06® GOSH® 160001 DON=1SFR = ® 

®V 1307O RESTORE 146 OO + LE 0*5-0® : RE AD H,Y,I 
M*IV,TK,TY,AMO:RETURN 
TL 140OO REM [JiiClim 

56 14010 SOUND 0,100, 1 ®, 6 : SOUND 1,200,30, 
10;POKE 53766,13:fR"B 
TZ 14020 POSITION 22,0 1? "Q 3RQSB SQa^T 
O"* S POKE 7 07 , O : FOR A=1 TO 75 : NEXT A i MC= 
HSR £1568,0,H,Y,0 + FR3 

NA 14030 MC=U5R£1568,1,K,¥,2+FR3JMC=USR£± 
566,2,IK,IY,5-FRJ SMC = U5R(IS68* 3,TH,TY, 
63 iF R = FR +1SIF FR>1 THEN FR = 0 


GD 14840 POKE 707, IS : POSITION 22,0 S? 11 P 
0E05 ETE3R0 “IFOR A = i TO 75 ! NEHT A 
III 14050 IF PEEK£532793=6 OR STRXG£03=O T 
HEN SOUND 0,5,0,®;SOUND 1,B,®* 8:FR = B;R 
ETURN 

Z 0 1406® GOTO 14020 
JO 1500® REM 

AD 15010 DATA 9,0,11,4,1,10,6,2,9,6,3,0,1 
O,4,7,±2,5*6,14,6,5,16,7,4,16,6,3,20 
MC 15100 DATA 95,67,191*195,62*201,45 
AI 15500 REM FT 1 f t M~T‘T ~ 1 J aTMsIiTl>4 ill 4 
DO 15516 DATA 12,1,11,4,1,10,6,2,9,8,5,0, 
i®,2,3,12,1,19,12,1,6j14,3,22,14,2,5,1 
6,2,21,16,7,4,18,7,7,20 
ID 15600 DATA 111,67,79,195,50,121,46 
CC 18000 REM 

GU 16010 DATA 17*1,11,4,1,10,6,2,9*8,5,0* 
10,1,3,12,0,15,12,0,23,12,1,2,14,0,±4, 
14,2,26,±4,1,1,16,1,13,18 
AP 16020 DATA 2,25,18,1,0,18,1,12,16,3,24 
,18,8,3,20 

HC 18100 DATA 111,67,107,147,50*121,47 
GA 16500 REM F Hi«.TArld J^piillhArU 
FO 16510 DATA 18,1,11,4,1,10,6,0,9,6,0,17 
,8,2,0,10,1,16,10,0,3,12,3,11,12,6,2,1 
4*0,1,16,2*. 9,16, 0,25,16 
KR 16520 DATA 0*33,16,0,0,18,2,8,18,1,24, 
18,0*36,18,8*3,20 

HR 1660® DATA 111,67,187,147,50,121,47 
FY 17000 REM 

MC 17010 DATA 14,0,11,4,1,10,6*2,9,0*5*0, 
10,4,3,12,0,2,14* 5,14*14* ©,1*16*1,17,1 
6,0,33,16,0,0,18*1,18*18 
DS 1702® DATA 0*36,18*8,3,20 
PO 17100 DATA 95,67,187*147,70,201,41 
GY 17500 REM pi 

LV 17510 DATA 16,1,11,4*0,14,6*1,9,6,4,0, 
10,0,3,12,2*11,12,0,2,14,3*10,14* ®,30* 
14,0,1,16,2,9,16,1,25*16 
ZA 17520 DATA 0*0,16,2,6,16,1*28,18*8,3,2 

O 

RK 17600 DATA 95*67*191*195,50,185,4! 

DR 18000 REM faTaiTJ ; jj 11 ■] 

CM 18010 RESTORE 14500+LEUK50©:READ NL:FO 
R N = 1 TO NLtREAD AM,CM * CV:FOR 0=0 TO A 
M: POSITION CH+A»4,CYI? "!»$“ 

SH 18020 POSITION CH+A*4*CY+ii? “H A“:POS 
ITION CH+A*4, CY+2 s ? “ 1 £3 " t NEHT AS NEHT 
N:RETURN 

RZ 20000 REM PJiiMiP J |i| 

OD 2001O POKE 752,1:POSITION 14,2:7 "PLEA 
SE WAIT 11 : PM5T=PEEK (106J-16 S PH=PMST*256 
!RESTORE 20200:FOR A=I536 TO 1758 
BQ 20020 READ 6!POKE A,6SNEHT AiPOKE 5427 
9,PMSTSPOKE 704,15:POKE 705*56;POKE 70 
6, 10 SPOKE 532 7 7,2 

OB 20030 POSITION 14,2:? "ALMOST DONE"SMC 
“U5R£1536 * PMST3 ;DIM 5$ (53 *HlS £51 :POKE 
559,58 

ME 20O4O RESTORE 2030©:FOR A = Q TO & S FOR 0 
=0 TO 9iREAD CiPOKE PM+A*i6* B ,CSNEHT B 
S NEHT A; RETURN 
IH 20199 REM 

HO 20200 DATA 104,104*104*141,218*6*24,10 
5,4,141,219,6,169,0,162*3,157,200,6,20 
2*16,250,169,7,162,6,160*67,32 
EM 20210 DATA 92*220,96,169,1*141,220*6,1 
04*104,104*170,104*104,157*208* 6,104,1 
©4,15 7* 212,6,104,104,157*204,6 
KG 20220 DATA 169,1*157,200*6,169,0*141,2 
20*6,96,173,2 2 0,6*24®,3*76,98,228, 162, 
3*10 9,200,6,20 8,6 * 202 * ±6,248,76 
EN 20230 DATA 90,228*142,216,6,169,0,157, 
200,6*141,221,6,109*204,6,201,16*16,21 
* 189*204,6,10,10*10*10*133,205 


confintied on page 58 
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UPDATE 



by Alec Benson 


We will publish the update column in future issues to 
advise you of any errors, amendments or enhancements 
to programs or articles in previous issues. If it’s not here 
you can assume that it was right in the first place! 

DRAUGHTS (Issue 16). We had dozens of explana¬ 
tions of why this did not work on the 80G but only two 
readers got it right The problem is a bug in the 800 OS 
which wipes out 64 bytes past RAMTOP when ‘clear 
screen’ is printed. The fix is simply to change line 10000 
to 

10000 POKE 106,PEEK(106)-1G:Q=PEEK(I06)T2: 
N= Q*256 

Disk subscribers will find an amended version on this 
issues disk 

BLACK BOX (Issue 16), An occasional error creeps in 
at line 8130, Change the first part of the line to 

Z— INT( RN D(0)* 100)+1 


And now for something completely ... similar but so 
much better! 

To be honest we were not going to publish any further 
updates to TYPO because we felt that any further 
revisions would oniy serve to confuse readers rather than 
help but when we saw TYPOS we just had to use it as our 
standard typing checker for all future issues. TYPO3 rs 
completely compatible with TYPO H. 

The advantages of TYPO 3 are that it clears itself from 
memory as soon as it is run, it allows you to type listings in 
almost any fashion you wish and it is fast And you can 
use it to check previously typed in listings. 

The program listing is on page 17. Type it in now. it is 
well worth the effort and you can also use it to check 
ANTIC programs. 

TYPO 3 was written by Alec Benson and based on the 
original TYPO published by ANTIC magazine. TYPO3 
was first published in FEEDBACK, the newsletter of 
Adelaide Atari Computer Club, P.O. Box 333, Norwood, 
S.A 5067, Australia. 


RENUM (Issue 17). The number in the USR call in the 
text should be 32768 to match the listing. 

X-Y-ZAP (Issue 17), Allan Kn op p writes to tell us that a 
small bug has crept in so that the score is not shown when 
all the lives have been lost Change line 700 to 

700 POSITION 4,7: ? #6; "high score”;H$C 

Allan also advises that the player movement routine 
used (also used in Kanga) is by Tom Hudson and from 
The Analog Compendium. 

RADIOTELETYPE (BEYOND ATARI - Issue 17). 

Mr RCMarsh has written to say that Maplin make a kit 
for a RTTY terminal for use with the Atari (Kit no. 
LK53H) and that Maplin Magazine published a com¬ 
prehensive article in their September 1984 issue. 


LISTING on page 11 


LIVERPOOL 


THE FOOTBALL MANAGER GAME FOR 
THE 48K ATARI (Inc. XL) FEATURING 

Varying ski3 \ and stamina levels, ermuis rc-|>oris, injuries, learn 
and tactics selection, full league table, managerial rating and 
save: game facility 

New available ON DISK with 4 divisions, income, expenditure, 
promotion ralegatintx. European, U.RF.A. and Cup Winners 
Cups and transfer marker 

Disk £14-95 Cassette £9.45 tine. ft) 

RM.Corbishley, 212, Walmersley Old Road, Bury, 
Bltf 6SA 



The PAGE 6 stand at the Persona! Computer Wo rid Show with entire PAGE 6 staff rn attendance/ 
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Adventure 


10 . 


NAS 



The Mask of the Sun is an illustrated Adventure that was 
originally written by Ultrasoft for the Apple 1L It has now been 
translated for the Atari and is distributed by Broderbund The 
Atari version occupies two double-sided disks. That’s a tot of 
Adventure, but is it worth the money? 

The Mask of the Sun has the potential to be a great Adventure. 
It has a stron g pi ot cast in th e same vei n as L Rai ders of the Lost Ark* 
and Tndianna Jones and the Temple of Doom\ however, it is let 
down by the worst mazes and the unfalrest puzzles in all of 
Adventuredom! Only the toughest most hardened Adventurer 
will finish this one without any help. 

In The Mask of the Sun, you play the part of Mac Steele - 
archeologist adventurer and not particularly honest treasure 
hunter, Your arch rival Francisco Roboff, has stolen the scrolls of 
Lhasa which you acquired in a previous expedition, In the 
subsequent fracas with Roboff, you return his gesture by stealing 
an Aztec amulet During your later research on the amulet you 
discover that it may be linked to a more fascinating artifact known 
as the Mask of the Sun, 

Then disaster strikes. While probing the inner recesses of the 
amulet a tiny compartment releases a pale green gas which 
knocks you out for two days. You awaken in hospital to find that 
your body is undergoing a rapid degeneration. Fortunately, the 
doctors have concocted an antidote which temporarily halts the 
degeneration, but they cannot cure you. With your life-giving 
anti dot e i n ha n d, you set off to M exaco i n sea rch of th e Mask of th e 
Sun in the hope that it holds the cure for your condition. 

Your Adventure begins as the plane arrives in Mexico. Unlike 
most Adventures, you begin with a rather Large inventory 
including a bottle of 100 pills. Needless to say, the pills are the 
antidote for your strange illness and one is automatically swall¬ 
owed every four moves. This is signalled by a beep from the 
computer. If you aren’t carrying the pills on the fourth move, 
you 11 die. Therefore, never drop the pills. Similarly, if you ever run 
out of pills, you’ll die. This effectively means that you have 400 
moves to find the Mask of the Sun. 

When you leave the plane, you’ll meet Professor de Perez and 
his assistant RaouL The Professor will give you a jeep full of 
supplies and a map Before going any further, make sure you 
examine and thoroughly understand all the items in your 
inventory and in the jeep. When the time comes to use something, 
you probably won’t have much time to experiment with them. 
You won’t need all the items, but as there seems to be no limit on 
your inventory, you might as well take everything with you. 

Examination of the map gives you a rough idea of the location 
of three ruins - a temple and two pyramids, It doesn’t matter what 
order you explore them in, although most people unconsciously 
do the top one, then the bottom, then the middle. As a matter of 
fact by the time you finish the game, you’ll realise that apart from 


a subtle hint, two of the ruins were an absolute waste of time in 
terms of your final goal. Nevertheless, these two are the most fun 
to explore. ( And I won' t tell you which ones they are. You’ll have 
to find out for yourself.) 

Once you’ve decided which direction to go, jump in the jeep 
and head off in to the jungle Raoul will accompany you and you’ll 
grow- quite fond of his companionship and dopey observations. 
It's unfortunate that he won’t make it through to the end of the 
Adventure with you. 

By this time, you will have noticed the Travelling sequences' 
whenever you move to a new location. This is a unique feature of 
the game whereby several intermediate scenes are shown in 
rapid sequence to give the effect of movement This is quite a 
novelty at first but there are really only two different sequences 
[i.e. driving in the jeep and walking through the tunnels in the 
ruins} and it grows to be horribly boring before very long. 1 
suppose the nice graphics are some consolation. 

You will also discover that there are two directional schemes 
used in The Mask of the Sun. The first is the traditional compass 
directions (including diagonals) and is used when travelling in the 
jeep and In some of the mins. The other scheme is FORWARD, 
BACK, LEFT and RIGHT and depends entirely on which 
direction you've just come from or which direction you're facing. 
Th is is generally used when on foot in the ruins. There is no 
consistency as to which system is used where, so make sure you 
try every direction whenever there’s any doubt. 

There are a number of situations where your typing speed is 
critical for your survival. You may need to type responses quickly 
to avoid death, but you can sometimes give yourself time to think 
by pressing any key to stop the timer. The snake is a notable 
exception. Here you must type the whole command as quickly as 
possible. 

Sooner or later, you will find yourself facing the hellish 
nightmare scene. And very aptly named it is too! For here is the 
worst, meanest, rottenest unfairest obstacle in any Adventure 
that I've ever played! For those that haven't reached this far, Let 
me explain. You have just escaped death by the skin of your teeth. 
Unfortunately, Raoul didn't make it Your path is now blocked by 
a river of lava A single island of stone bobs up and down in the 
lava in a seemingly random pattern. The program tells you that a 
fearless Adventurer might be able to step across to safety. If you 
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wish to try, you must press the RETURN key. Pressing any other 
key will send you back to the previous location where you wilt 
share Raoul’s fate. In other words, you’ve got no choice. You must 
press the RETURN key to jump across the lava And that’s exactly 
what I did. And 1 died.. 

Now I considered myself a fearless Adventurer and I wasn’t 
going to let some lava beat me, so l restored a previously saved 
game (which takes an eternity} and tried again- And again. And 
again. And again. After two hours and forty attempts to jump 
across the lava, l eventually gave up. A couple, of months later, I 
lent the game to a friend with strict instructions to save the game 
as soon as he managed to get across the lava He never made it 1 
tried it with a group of people at an Adventure day. They never 
made it I tried it again by myself, but never made it For me* this 
single arcade*type element had ruined an otherwise good 
Adventure, 

In the end, L patiently examined the program with a sector 
editor and made some interesting discoveries. Each location in 
the game has its own logic routine which is stored on disk as a 
DOS 2.0 file. If you’ve got DOS 2.0, you can easily examine any of 
these files using the following procedure: 

1. Insert your BASIC cartridge (if appropriate) and boot your 
computer with a DOS 2.0 disk Note that it must be DOS 2.0. 
Nothing else will do. 

2. When BASICs READY prompt appears, type POKE3822,255 
[RETURN]. This will allow you to use inverse characters in 
step 6= 

3. Type DOS [RETURN], 

4. When DUP.SYS has loaded and the menu appears, remove 
your DOS 2.0 disk and insert one of The Mask of the Sun 
disks. 

5. Type A [RETURN] [RETURN] to get a disk directory, Notice 
that all the filenames are in inverse. 

6. You can now use the copy function to view a file on the screen 
by typing C [RETURN] FILENAME EXT, E: [RETURN], Make 
sure you type the filename and extender in inverse (including 
inverse blank spaces where necessary) and everything else as 
normal 

If you follow this procedure* you’ll notice that the data files for 
rooms aren’t binary data or machine language as you’d expect 
but are in a sort of high level language and are therefore very easy 
to interpret For example, if I use a double slash to separate the 
instructions, then the sequenced DO//. T S B=B+6 means tL if the 
variable D equals zero, then set variable Bto R+6". Similarly, the 
sequence *1 Q^T41//,T P IL Chicken!//,E J+17 means “if the 
variable Q is not equal to 141, then print the string‘Chicken!’, else 
jump forward 17 instructions”. 

[ soon realised that this was a really sloppily written Adventure. 

[ was amazed that it ran as well as it did. Had it been written in a 
more elegant manner, it could probably have been fitted on one 
double*sided disk instead of two and hence been cheaper to buy. 
Nevertheless, the sloppiness proved to be an advantage when it 
came to fixing the rock bobbing logic. 

When 1 drew up a flowchart of this logic l realised that it wasn’t 
random, but ran in a 13 step cycle. The rock was up only long 
enough to see it Once you'd seen It it was too late to press the 
RETURN key because the time it took you to react and depress 
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2 REM n MASK OF THE 5UN FINER-UPPER tt 

3 REM tt by Garry Francis tt 

4 REM *1 PAGE & Issue 16 « 

5 rem 

±00 POKE 82,±:P0KE S3,35!GRAPHICS 0SPO 
KE 7±0 j10!POKE 7S2,± 

110 DIM MLS C43 ,, BUFFER# tl201 : FOR I“1 TO 
4;READ ASML#Cl)= CHR5(ft)iNEHT I:DATA 1 
04,76103,220 

120 POSITION 7,117 "INSTRUCTIONS FOR M 
ODIFYING":POSITION 10,2f? "THE MA5K OF 
THE 6UN" 

130 7 S? "1, Insert your backup copy ft 
f The Mask Of The Sun side C into d 


rive i," 

140 ? :? "2- 

sk or 


Press to 

to abort,":POKE 


Modify 

02 , 2;7 


d i 


150 POKE 764,255 

100 A = PEEK t764U 1 IF A-255 THEN 160 

170 IF fliza THEN POKE 02,2iGRAPHICS 0! 

END 

100 IF A 012 THEN 150 

19© SUFFER#C1281= " ":ft—ADR(BUFFER^)! HI 


— IHT CA/256 J ;L0 = ft^256*HI 


2O0 POKE 769 f 1!POKE 770,S2:PDKE 772,LQ 
5 POKE 773,HI!P0KE 770,50:POK£ 779,2:60 
5 UB 230 

210 IF BUFFERS C11Z, 114) THEN ? 

“YOUR DI9K IS DIFFERENT TO MINERS? "OP 
ERATXON ABORTED"fGOTO 250 
220 BUFFERSt±12, 1141="FEH": POKE 770,07 
:G05UB 230;? "OPERATION COMPLETE"!GOTO 
250 

230 A-U5RCADR(ML?>):IF PEEK(771?-1 THE 
N RETURN 

240 POP :? "ERROR "SPEEK(771»;"...OPER 
ft TION ABORTED" 

250 POKE 752 , 0:POKE 764,255:END 


the key was longer than the time the rock was visible on the 
screea You’d have to be extremely lucky to predict the rock’s 
position in advance, 

I wanted to alter the logic so that pressing the RETURN key 
would always cause you to jump successfully across the lava 
regardless of the position of the rock Everything else should 
remain unchanged. As it happened* working out the logic was 
quite easy, but working out where to put the patch without a 
major rewrite was quite tricky. In the end, I was saved by the 
sloppy coding. The programmers had set R=G twice in the 
program, but it was never used for anything The second R=0 was 
in an idea] spot for my patch, so 1 changed this to 0=1: and 
everything worked fine 

If you want to make the same changes as I did, you can 
accomplish this in one of two ways. If you’ve got a sector editor, 
take a look at sector $23 A on side C Change byte $6 F from $ D2 
to $C4 and byte $71 from $BQ to $B1 (assuming bytes are 
numbered from zero and all values are in hexadecimal), Alternat¬ 
ively, you can run the short BASIC program at the end of this 
article. Just be careful not to make any typos and be very careful 
with lines 210 and 220. The l R—0 and'E^l ’ on these lines must 
be in inverse video, 

Once you've passed the hellish nightmare scene, the Advent¬ 
ure gets even harder, I won’t give any more away, but if you need 
any help with this part then try the hints below. These are in the 
normal format. Just scan the list of questions until you find the 
area where you’re stuck* then match the numbers below the 
question with the words in the attached list to form a hint. Good 
luck and beware of the in escapable mazes! 

_ Hints overleaf 
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MASK OF THE SUN hints 


1. Can’t get past the snake? 
38 16 

2. Stilt can’t get past the 
snake? 

14 27 71 

3. Can't get past the debris In 
the blocked tunnel? 

49 6 

4. Cant find your way aro u rtd 
the bottom of the pit? 

76 39 

5. Missing a carved iade 
bowl? 

76 42 10 

6. Missing a gold bowl? 

76 42 17 

7. Can’t move the teetering 
boulder? 

49 6 

8. Missing a blue glazed 
bowl? 

31 1 8 

9. Can’t get the silver bowl? 
38 16 


24. Don’t understand the re¬ 
flections 9 

65 40 73 70 

25. 5613 don’t understand 
the reflections? 

31 28 27 61 48 46 5 59 27 
61 48 68 5 

£6, Can't survive the pale 
green gas? 

38 16 

27. Still can’t survive the pale 
green gas? 

14 69 53 

28. Can’t save Ranut? 

49 6 

29. Can’t jump across the 
lava? 

20 42 11 

30. Can’t find the exit from 
the area of total darkness? 

14 60 

31. Can’t map the first 
maze? 

65 8 50 


High Quality - Low Cost 

SOHOWsoftware 

182 Leicester Road. Na rb n rough. 
Leicesiershi re Tele. (0 533) 86 3 310 


ATARI 400,800, 
GODXL & 800X1 



+ O''.Level GEOMETRY 
* ©level ENGLISH 



Revision / learning aids. VOICE SOUNDTRACK 


* GEOGRAQUIZ f 6-5<W 


1 - Great Sri tom & Ireland 

2 ~ United States of America 

3 - Europe 

4 - Asia 

* HISTORY MAKERS £6-50 

Who did what ? When? Learn the famous names. 


10. Still can't get the silver 
bowl? 

58 42 41 

11, Cant open the door 
between the pedestals? 

14 24 75 


32. Don't know the pass¬ 
word? 

30 42 52 2 

33. Can't leave the temple of 
the sun? 

9 42 51 


* DOODLEBUG £6-50 

Drawing fun for all ages. 

* 4-LETTER WORD £6-50 


12. Jeep won't go? 

72 42 52 

13. Can't get the flute? 

40 42 22 36 

14. Can’t get the p otion from 
the peddler? 

9 15 

15. Can't get past the spider 
web? 

63 39 

16. Can’t unlock any of the 
doors in the pyramid of 
Tikal? 

14 42 46 67 

17. Cant find the black 
key? 

76 42 56 

18. Still can't unlock any of 
the doors? 

14 42 23 67 

19. Can't find the copper 
key? 

31 1 8 

20. Still can't unlock any of 
die doors? 

14 42 44 67 

21. Can t find the silver 
key? 

76 42 4 

22. Still can't unlock any of 
the doors? 

14 42 47 67 

23. Can't find the gold key? 
76 42 43 


34- Stilt can’t leave the 
temple of the sun? 

30 42 25 2 

35. Still can’t leave the 
temple of the sun? 

29 42 61 48 42 68 5 

36. Can’t answer the first 
riddle? 

42 3 28 27 19 3342 55 37 
39 73 42 13 33 42 13 28 

45 

37. StiII can't answer the f Irst 
riddle? 

65 27 21 7 73 26 42 45 

38. Ca n’ t answe r th e se co n d 
riddle? 

74 42 32 54 39 

39. Still can't answer the 
second riddle? 

65 35 59 64 

40. Can't answer the third 
nddle? 

18 28 77 12 66 

41. Still can’t answer the 
third riddle? 

34 28 22 62 

42. Can’t get to freedom? 

65 27 57 


43, Can't map 
maze? 

29 42 61 

the 

third 

44. Can’t get 

past 

the 

jaguar? 

30 42 22 36 2 




Mastermind'type game with letters instead qf colours. 

Write or phone for further details ___ 



AI rr.ail.nhli: on GJSSCtK'On y and require 1 GK fla«l and 

Free poii and packing. Trade enquiries welcome. 


BASIC earn dga 




- NOW AVAILABLE FOR Y0UR 40K ATARI 


presents 


For 1 -& players. 

Smooihi, colourful. machine-code action 
Place Your BciS' facility — lt> race cards 

Bankroll Table win ‘ ■ . 

XL & xe compatible. Trade Enquiries welcome 

PRICE £6.9? DISK/£7,99 CASSETTE, BASIC REQUIRED 
Cheques/PO s to: Anvil Softwar*, 259 High St. Gt. W*k*hng F ElHX 



1 

ISN’T 

12 AFTER 

23 COPPER 

34 EVENING 

45 DEAD 

55 BLOCK 

67 

KEY 

2 

d 

13 USER 

24 INTERIOR 

35 HOT 

46 BLACK 

57 MIRAGE 

68 

BLUE 

3 

MAKER 

14 TRY 

25 REFLECTIONS 

36 WOMAN 

47 GOLD 

58 ASK 

69 

EVERY 

4 

FLOOR 

15 HIM 

26 BURYING 

37 BUYS 

48 WITH 

59 AND 

70 

LATER 

5 

EYES 

16 FAST 

27 A 

38 TYPE 

49 YOU 

60 AGAIN ■ 

71 

WEAPON 

6 

CAN’T 

17 CRYPT 

28 IS 

39 IT' 

50 ROOM 

61 MASK 

72 

FIX 

7 

BOX 

18 MORNING 

29 WEAR 

40 HELP 

51 ALTAR 

62 AGE 

73 

FOR 

a 

ONE 

19 CARPENTER 

30 REMEMBER 

41 APPARITION 

52 IDOL 

63 CUT 

74 

5MOKFY 

9 

EXAMINE 

20 READ 

31 THERE 

42 THE 

53 Direction 

64 BURNS 

75 

DECORATING 

IQ 

PIJYTFORM 

21 WOODEN 

32 REAR 

43 DOORS 

54 PREVENTS 

65 ITS 

76 

SEARCH 

11 

ARTICLE 

22 OLD 

33 , 

44 SILVER 

55 BUYER 

66 BIRTH 

77 

JUST 
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j 1 mail 10 Roy numeric Keypad;. MIDI flifliTsea, QEm B rd« soon. 3V, inch die- -drim all 
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il' i «li.mliy Hh 9 !ODh-s|icj:Dd i'IDrriHlraH 65 ) ,*r lUil PC. AKRlCbl ar AAPLE 
MACINTOSH Ur. kft iM Overpriced ccnpel'ON, EYE AlAn 5MKT ORh Mllinaed up In a 
«wieui moptSnr lo ur ejah .i ch-aiaa (if up W hiZwIcun. Tie add-nanol celoui nringe 
■liitlhH tall iii^h.iI .il a r apl" Cd FJCkaqfliilaPlY M GFM 

USER FRIENDLY GEM OPERATING SYSTEM 
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WE ARE THE UK’S Hoi ATARI SPECIALISTS 
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lihc UK* NUMBER ONE At/Hni OfteCrflliSlS. Hare are jus! same oi IFie things. w» can olterTo-Oljr 0 dSl*iner- 3 . 
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SILICA SHOP LTD, 1-4 The Mews* Hatherley Road, Side Lip, Kent, DA14 4DX 

SEND FOR FREE ATARI ST LITERATURE 


To; silica Shop Ltd, Depl PSIX IG&S. 1-4 The Mews. Halhertey fload. Sidtoup. Kent, DA14 4DX A 

* PLEASE SEND ME FREE LITERATURE ' 

ON THE NEW ATARI S2DST COMPUTER 


Mr.'lflrs/Ms; 

Address: 


Inillsls: 


Surname: 


INFORMATION MAILING SERVICE 

* TECHNICAL SUPPORT TEAM 

* HIGHLY COMPETITIVE PRPCES 

■5 AFTER SALES SUPPORT SERVICE 

* REPAIR SERVICE ON ATARI PRODUCTS 
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d OpecisMt A ten' service that is second to nano. 
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Book Reviews 


MAPPING THE ATARI - REVISED 

EDITION 

COMPUTE! Books 

£16.95 


Above a]] else the one thing XL programmers have 
been crying out for is a memory map for the XL series, It 
has been a long wait but COMPUTE! have finally come 
up wit h a revi se d versi on of th e cl assi c Mapping Th e Atari 
which includes not only the XL and the XE but also 
throws in a few more hidden gems about the old 
machines! 

Reviewing the book for new XL or XE owners is 
simple. If you want to be able to program your machine, 
buy this book, it cannot be recommended highly enough. 
What you get is a detailed description of almost every 
memory location you are likely to need to know about 
with many programming examples and useful routines. 
If you program in BASIC, your program swill have added 
polish and scope with this book to hand and if you want 
to learn machine code a memory map is essential You 
may as well not bother without one! But you get much 
more than just a memory map for the introduction tells 
you quite a lot about the fundementals of programming 
and there are no less than nineteen appendices covering 
almost every? aspect of your machine and including 
specific chapters on XL/XF. enhancements and bugs, XE 
memory management DOS 2,5, XL/XE graphics modes 
and more. 

There is a section using the Translator to get a 
customised Operating System for your machine and you 
also get a type in program that converts the XL Revision 
B BASIC to Revision C which alone coutd save you the 
price of the book! 

What if you already have the original version of 
Mapping? Well that is more difficult This one is more 
expensive at £16.95 and the vast majority is the same, It 
depends on how you value all those little gems you 
picked up from the first edition. There is an Addenda and 
Errata to the First Edition which was a great thrill to read 
(1 didn't know fhaff) and there is certainly more infor¬ 
mation overall In the long run those few extra program¬ 
ming tips might be worth more than £16,95 spent on 
some game you put away after a few plays. 

Two hundred and seventy pages of good solid, hard¬ 
core knowledge. What more could you want? 


The Letters column has been held over this 
Issue lor two reasons - lack of space and lack of 
Interesting letters! 

Why not write to us with any observations, tips 
or questions that may be of Interest to other 
readers? Address your tetters to READERS 
WRITE, PAGE 6 Magazine, P,Q Box 54, 
STAFFORD, ST 16 t DR 
Let 7 s hear from you? 


SPEEDSCRIPT 
COMPUTE! Books 
£9.95 


- ft* r ~*’' ■' 

*-’W 
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Speedscript was a professional quality word processor 
published a while ago in CQMPUTB and this book is 
basically a repeat of the article and program listing with a 
complete source code and much previously unpublished 
information. 

At first sight it might seem strange to produce a book 
about a magazine program but Speed script is probably 
one of the most comprehensive and professional pro 
grams ever published in a magazine and is certainly the 
cheapest full-feature word processor you are ever likely 
to come across. Good word processors are expensive 
and you may find that the one you buy doesn't suit you. 
At least with this book you can introduce yourself to word 
processing with the minimum outlay and even if you find 
that the program doesn’t suit you you will be better 
armed to find one that does. 

Word processing is one of the few tasks that a 
computer can do for everyone and if you have not 
dipped your toe in the water, try it you will not find a 
cheaper way! _ 


DAAT CTirrXfMTD 


THE ULTIMATE POOLS PREDICTION PROGRAM 

• MASSIVE DAT A RASE Pools winner is a SOphlStlcaied Pools 
prediction aid. It comes complete with the Largest database 
av^tilahlfi - 2SOO0 mulches over 3d years The database updates 
aut jEiidiicailv as results come :r, 

* PREDICTS Ken jiksi SCOREDRAWS, but AWAYS HOMES 

ar.d no SCORES 

# SUCCESSFUL &E1.EC gnajaniee thai Poobwinner performs 
sioruAcantly belter than chance. 

V ADAPTABLE Ptobibinies are given on every fixture - 
choose as maj.y selections as you n-eed for yew The 

precise prediction formula cian be seL by the user - yen; can. 
develop and teai your own un^nie method- 

* SIMPLE DATA ENTRY All learr, names are in ihe program.. iampLy type in line tefe j enee 
nnmbeTE from the screen. Qi use FTXGEN lc ptod’jjce Cjlxtili e list autocratically (see below! 

# DISC- M1CRODRTVE COMPATIBLE Tapes supplied with, conversion insinicucns. 

4 PRINTER SUPPORT Poll hard copy pdntoiil of dila lit you have a printer 

AVAILABLE FOR Specimm ( 4 Bf£j, Conunodote S 4 , VtC : 2 D (+ L 6 K), AMSTRAD. 

BBC B. Atari (46®, ZXS1 Ufl® Dragon. Apple II, ELECTRON 

PRICE £15.00 (all inclusive) 



JSouwd'. mr. h duraLed 
ms Curt in hcakief 



AT LAST; No snore struggling for liman to giti the 
fbctuie list LHloTlue computer. FtXCEN has been 
pi ogre raided with all English. ;md Scoltish 
fixtures for LSSS'S. Simply type in the date, and the ful fixture list #s 
generated in seconds. Fully eompeiLble with Roalffninnsr. 

POOLS WINNER with FiXOEN £16.50 (all inclusive) 


FIXGEN 85/6 


COURSEWINNER 


NOT RJST A TIPSTER 
V7 PROGRAM, GoiiisewlnrLei 

THE PUNTERS COMPUTER PROGRAM SSlSiSSSlto. 

You.-can develop ru’d tost your own uriirpMe winning systc-m hy ad; xdir.g thr 
analysts formula. or use lhe program in, ample moce. Course-winner YU uses 
siansucal analysis cf major facicus jnol-jd i:ig past form, speed raungs, course 
statist ion priic money, weight, going. trainer and jockey form etc, ntc. It 
oulpuis most liltely winners, good bng odds bets, forecasts, Incaats eio. The 
da I abuse includes inlaf courts- statistics for all Inltsh courses You. car. -jpdal u- 
the database - never goes out of date. 

AVAlLAflUi TOESfrteinirtidflKl QommwlsreSi liCCBl. MCTFUiE. Avs\ (W1 Appitii. 

PRICE! £l5,0Q l.all inclusive] includes Fla .1 AND HitLerisl Hard vendoni 


Ser.d Cheq’jei PCs for return of post service to 


phene 24 hrs scif-'J \VAKI- phone £4 hr* 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE. S Q61-42S 7425 


i. ;'d to i fuff list of an ioitwnc 
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The program Listings in PAGE 6 are prepared carefully to 
ensure that they can he typed in as easily as possible. Before 
typing any listings ensure that you are familiar with the use 
of the Shift and CONTROL and INVERSE keys as outlined 
in your computer manual The listings are prepared to 
match exactly what you see on screen. Every character that 
you may see in a listing is included in the chart below for 
cross reference. By using TYPO 3 you can ensure that you 
type in the programs EXACTLY a» they are printed Remem¬ 
ber a single typing mistake may mean a program will not 
run. 

WHAT ARE THOSE CODES? 


5. If the code does not match, use the editing keys to correct 
(he line and press RETURN again. Repeat If necessary until 
the codes match. 

6. To check a line you have already typed LIST the line, 
place the cursor on that line and press RETURN. 

7. When you have finished a listing just SAVE or CSAVE it 
in the normal way. 

You can type in a program without using TYP03 and then 
check it by SAVEing or CSAVElng a copy of the program, 
running TYPO 3 and then LOADing or CLOADlng your 
program and proceeding as in step 6 above. 

Always SAVE or CSAVE a program before running it and 
always use TYPO before telling us that a program will not 


ftl 2 HI.K * IVI*U III by flirt Bunion « 

* Junr 19 tt 

7* 3 HfcH * ft MioOfFfifllfr fur ANTIC and * 

* PACE 6 based on TYPO II * 

* published by ANTIC Magazine * 


Each line of a program begins with a special two letter 
code. THESE SHOULD NOT BE TYPED IN, They are used 
by the program TYPO to check that you have typed each 
line correctly. IF YOU HAVE NOT ALREADY TYPED IN 
THE TYPO 3 LISTING PLEASE DO SO NOW. The program 
can be usedas you type in each line of a program or to check 
an already typed program. The code for each line will match 
but if you have problems check the listing conventions 
below carefully, you are most probably typing a CONTROL 
character incorrectly. TYPO 3 cannot check If a Line has 
been missed so if you have problems in running a Listing 
count the lines in the program and ensure none are missing. 
If the TYPO codes match and the program still does not run, 
LIST it to cassette or disk using LIST “C:" or LIST 
“D: filename", switch off the computet, to boot and then 
ENTER the program using ENTER “G” or ENTER 
**Ek filename"*. Save this version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the Listing carefully for although you can me 
TYPO 3 to check itself (see 6 below) it may not work if you 
have made mistakes. 

2. SAVE or CSAVE a copy of the program. 

3, Each time you want to type in a program listing RUN 
TYPO 3 first. The program will install a machine code 
routine in memory and then delete itself. Now type in a line 
as shown in the magazine excluding the first two fetter code and 
press RETURN, 

4, A two letter cn d e will a p pear at the top left of yo ur screen. 
If this code matches the one in the magazine carry on and 
type the next line. Note, the code will not match if you use 
abbreviations. If you prefer to use abbreviations LIST the 
line you have just typed, move the cursor to that line and 
press RETURN, The code should now match. 


EL 

SC 

HG 

CG 

YH 

VT 

HA 

he. 

SB 
Rif 
RR 
TO 
KG 
tu 
ii if 
KK 
ZR 
L D 
Jtl 
TV 
Tkl 
HF 
RL 

TFI 

A H 

HH 

NR 

GF 

€ A 
TH 
SK 


CO 

HH 

MB 

SC 

HU 

Aft 

Ha 


4 REM MNWHMNK N . N KM MM H Mi l iOEHMM H.4 4 KJ i 4 ft l i ft h 
LOO GRAPHICS R 

110 FOR 1=1536 It) 17*1 I REAP A : CK - CK *ft : 
POKE I,A:HLX1 1 

126 IP tK<H(i7fr5 then ? "Error in VATA 
*t*t*M#hT5 - Chech Typing"t END 
130 fi=U5RC1536> 

1441 ? :? "TYPO III ii up dfid running^;: 

HEH 

1000 DATA 1B4,1PU,O, IH5, 7ft , 3 , 201 , bl 
1010 DflTft 2*9, 8,200,706,100,192,36,208 
102B DATA Z42,36,200,16?,79,153,25,3 
1030 DATA 200,16**6,153,26,3,162,0 

1049 DATA 10?,0,220,162,73,0,232,324 

1050 DATA 13,200,240,167,73,141,63,6 
±060 DflfA 167,6,141,54,5,173,4,Z2S 
1*70 DATA 185,8,141,75,6,173,5,228 
1000 DATA 105,0,141,76,6,169,0,162 
1030 DATA 3,149,203,202,16,251,36,0 
1100 DATA 9,0,0,11,0,0,8,0 

1110 DATA 0,0,0,0,0,0,TX.74 
1120 DATA 6,0,72,201,155,240,55,230 
1130 DATA 203,133,203,130,72,167,0,133 
1140 DATA 206,162, a ,10,10,200,6,209 
1150 DATA 144,7,24,101.283.144,2,230 
USB DATA 700,2 02,206,239,133, £07,24,1 
66 

1170 DATA 204,101,207,133,204,165,ZHS, 
101 

1180 DATA 206,133,206,165,£06,105.0,13 
3 

1.190 DATA 266,104,170, 104,40,96,130,72 
1200 DATA 152,72,162,6,134,£07,134,200 
1210 DATA 160,24,6,284,30,285,30,206 
1220 DATA 35,207,35,208,56,165,207,233 
1230 DATA 164,178,165,206,233,2,144,4 
1240 DATA 134,207,133,206,136,296,227, 
152 

1250 DATA 0,165,£07^133,204,165,206,6 
1260 DA I A 2*4,4Z,2»1,26,144,4,233,26 
1270 DAT* 230,204,202,208,242,133,205, 
169 

1200 DATA 128,145,56,200,192,40,2011,74 
9 

1270 DATA 155,204,105,160,lbO,3,145,86 
1300 DATA 163,205,74.165,151,200,145,B 
0 

1310 DATA 32,69,6,±04,1B5,70.153„6 
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Q ESC SHIFT DELETE 
El ESC SHIFT INSERT 
Q ESC CTRL TAB 
Q ESC SHIFT TAB 
H ESC CTRL Z 
U ESC CTRL DELETE 
U ESC CTRL INSERT 
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programming 


DISPLAY 

LISTS 



Many of the superb graphic displays of which we all 
know the Atari is capable depend on altering a set of 
instructions in RAM called the display list This article is 
devoted to the display Itst(DL) and howto modify it for our 
own purposes. The article contains a number of demons¬ 
tration programs which are explained in the text and in 
REM statements in the program itself, When typing them 
in, always type in the lines with REMs in them (at least the 
line number plus REM. if not the whole line) as in some 
cases these lines are used for GOTO and GO SUB state¬ 
ments, 1 would recommend that when reading the article 
the program listings are studied along with the text 

THE TV-SCREEN DIPLAY 

Virtually every display list article 1 have ever seen starts 
off with a discussion of how the TV display is produced. 
This one is no exception, so those readers who already 
know how this works can skip to the next section 

An image is produced on a television screen by a stream 
of electrons which strike a phosphor coated surface 
causing it to glow. The electron beam starts from the top 
left- ha n d comer of th e screen a n d m oves h ori z on tal !y from 
left to right When it reaches the right-hand edge, it is 
switched off, moved back to the left side and down a 
fraction (this is the 'horizontal blank' period). It is then 
switched back on and the process repeated, until the beam 
reaches the bottom right-hand corner of the screen. At that 
point it is switched off and brought back to the start 
position. Thus, the screen image is continually being 
redrawn (or L refreshed') - 50 times per second in the UK 
PAL system. This is much too fast for the eye to follow and 
the image appears to us to be stable. However, some flicker 
does occur and may account for the eyestrain suffered by 
some people after long periods at their machine. 

The picture is therefore built up from a stack of horizon¬ 
tal lines across the screen, these are usually termed 'scan 
lines 11 . The Atari can generate 262 scan lines, but not all of 
these are used in order to ensure the image appears on the 
screen of all makes of television. In fact 192 scan lines are 
used to create the image. It is no coincidence that the 
maximum vertical resolution of the Atari is 192 (in 
Graphics 8-11 and Antic modes 12 and 14). fn these 
modes, each horizontal row is one scan line high. The rows 
(oTmode lines’) of other graphics modes are composed of 


A tutorial 
by Steve Pedler 

more than o n e scan line (e. g. on e m ode I i ne of G rap h ics 0 is 
eight scan lines high). Table 1 shows how the mode lines of 
each graphics mode are made up, plus the resolution and 
memory requirements for each mode. 

The fundamental unit of horizontal measurement on the 
screen is the colour dock This is actually a hardware 
limitation in that a colour clock is the length of the smallest 
possible dot on the screen whose colour can be controlled 
independently of adjacent dots. The Atari can display a 
screen 228 colour clocks wide, but only 160 of these are 
used on a normal screen to ensure the sides of the picture 
are not cut off on the television. (Although this produces a 
border at each side, at least the care taken by the Atari's 
designers ensures the machine will work with virtually any 
TV - unlike some inferior machines, which won t) 

The machine can also light each half of a colour dock 
independently, producing a maximum horizontal resolution 
of 160 x2 = 320 points, although this sacrifices additional 


Table 1: Tire ATARI Graphics modes 


BASIC 

mode 

ANTIC 

mode 

Resolution 

(ma^l 

Colours 

Sra.n li ne-5,/ 

mode lines 

Bytes/ 

line 

Memory 

Type 

0 

2 

40 x24 

1 

S 

40 

960 

T 

- 

3 

40 x 19 

1 

10 

40 

760 

T 

12 

4 

40x24 

5 

e 

40 

960 

T 

13 

5 

40 x 12 

5 

16 

40 

430 

T 

1 

6 

20 x24 

5 

B 

20 

480 

T 

2 

7 

20x12 

5 

16 

ZO 

240 

T 

3 

8 

40 x 24 

4 

B 

10 

240 

G 

4 

9 

80 x4H 

2 

2 

10 

480 

G 

5 

10 

80 x 48 

4 

4 

20 

960 

G 

G 

11 

tW *96 

2 

2 

ZO 

1920 

G 

14 

12 

160x192 

2 

1 

20 

384(1 

G 

7 

13 

1 60 A 96 

4 

2 

40 

3840 

G 

15 

14 

160 x192 

4 

1 

40 

768(1 

G 

& 

15 

320 x192 

1 

1 

40 

7680 

G 

9-11 

Notes 

15 

SO x 192 

var. 

l 

40 

7680 

GTIA 

mode: 


1 h GTlA modes have identical [JLs to Graphics 8 

Z} Total memory requirements shown are tor full-screen modes (no (ext window) 
•without any added unused bytes or lor the; DL See‘Mapping the ATARI' pp. 17-21 

3) BASIC modes 12-15 are rw>t available on the 4OQ/80O series 

4) T-Texi mode. G—Graphics mode. 
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colour for the reasons given above. Incidentally, a pixel 
[picture element) is the basic graphics unit which varies in 
size from one mode to another In text modes* one pixel is 
usually taken to mean one character* although the individ¬ 
ual dots making up each character are also sometimes 
called pixels - very confusing! 

THE ANTIC CHIP 

Discussion of TV screen displays is all very well, but what 
has this to do with the display list? Well the TV display is 
under control of a separate microchip inside the Atari 
called Antic Being a separate microprocessor, it needs a 
program to run it* which is in fact the purpose of the DL 
The Display list Is located in RAM, although its exact 
location depends on the graphics mode in use and the 
amount of memory installed in your machine. The Atari 
therefore has a pointer to the first byte of the DL at 
locations560 and 561. The start of the DL is stored here in 
LSB/MSB format so that in BASIC the start can be found 
by: 

DL— P£EK(560)+256* PE EK(5 61) 

Before we go on, take a look at Table 2. This contains 
some additional important memory locations I shall be 
referring to in this article. 

At this point type in and run Listing 1. I suggest you save 
this program, as it will allow you to examine the DL for any 
Graphics mode. The program will ask if you want a printout 
as well as screen display. Type the letter N if you don 1 1 have 
a printer As an example, on being asked which mode type 
*1’ and press RETURN, After a second or two, you should 
see something like this: 

Display List for Graphics 1 

112,112,112,70,128,157,6.6,6,6,6,6,6,6,6,6,6,6,6,6,6, 
6,6,6,6,66,96,159,2,2,2,65,94,157 

This is the DLfor Graphics 1, Some of the numbers may 
be different in your machine. These are memory locations 
which depend on the amount of memory fitted in your 
computer Let us now examine the meaning of the various 
numbers present En this DL 

The first three numbers are 112 (decimal). Each 112 is 
an instruction to Antic to leave eight blank scan lines, 
making a total of 24 blank lines at the top of the screen. No 
data can be d ispl ayed on th ese li n es* wh ich ta ke the b ord e r 
colour as default 

Why put bla n k lines there at all? Th 5 s is to pre ve nt p ictu re 
cutoff or 'overscan’ at the top of the screen, To see this, 
press Break and then type in direct mode: 

DL= PEEK{560)+256* PEEK{561): POKE DLO: POKE 
DL+1,0: POKE DL+2,0 

You will see the picture move up, and on some TVs the 
top may actually be cut off. What this means Es that when 
designing your own DLs, you should always start with 24 
blank lines. However, you can display less than 24 if 
absolutely necessary. Table 3 shows the instructions 
needed to display from one to eight blank lines. 


Table 2: Summary of memory locations 

Location Marne Description 

88,89 SAVMSC Location of the first byte of screen memory in low 
and high byte format (i.e. SCREENM£M= PEEK 
(88)+256‘PEEK(89)}, The first byte is displayed 
in the top left-hand corner of the screen. 

87 DIMDEX Contains the current Graphics mode number (the 

BASIC/O. S, number, not the Antic number). 

660,661 TXTMSC Identical to 88 and 89, but for the text window 
memory area 

659 TINDEX Identical to 87 for the text window. 

560.561 SDLSTL Location of the first byte of the Display List in low 
and high byte formal Change these locations to 
point to your own DL if you set up a new one 
elsewhere in memory. 

512.513 V DSLST Location of the first byte of a DL1 service noutin e in 
low and high byte format, 

559 SDMCTL Direct Memory Access Control Controls playfield 
width and Player-missile graphics enabling 
POKEing with zero turns off Antic POKE with 34 
[or press System Reset) to turn it back on with a 
standard width playfield and no PMG. 

54276 HSCROL Horizontal fine scroll register. Wilt fine scroll up to 

16 colour clocks horizontally; bit four of the 
display list mode line instruction must be set to 
enable this register (add 16). 

54277 VSCROL Vertical fine scroll register, scrolls up to 16 scan 

lines verically, Bit five of the DL mode line code 
must be set (add32). 

106 RAMTOP Top of useable RAM (in pages) in the computer. 

Can be user-altered to reserve space for character 
sets. Player-missile graphics, etc. Initialised to 160 
in a 48 K system. 


LG 

JJ 

NT 

ML 

UG 

UU 

BJ 

V¥ 

LH 

PP 

PL 

EK 

IM 

TC 

DJ 


HE 

LR 

KH 

IB 

JC 


HP 


ispiau List Examiner 


30 CLR : GRAPHIC*} 3 ? !? "Which Graphic 

5 Mode to examine";:INPUT MODE 
40 GRAPHICS MODE;POKE 559,0:DL=PEEK£56 
0} +2&e*tPEEK £5613 

50 FLAG=0 ! J-& i DIM DL$ £2:5(J J , rtS f 1) 

60 DLSCJ+i,J+l)=CHtt5£P£EKCDL+43) i IF PE 
EK CDL+J)=65 THEN 60 
70 J=.J-M:GOTO 60 

30 J = J + l:l>L$ CJ + i , JF13 = CH«$ CPEEK £0L + J3 5 
i J=J+1:DL$ £J+l „J+l)=CHftS£P£EKCDL+J)3 
90 GRAPHICS 0 

lOO ? "Output to printer CV/N3 **; 11NPUT 
A$s? :? 

113 IE A$- m Y m then EL AG = 1 i POKE 338>PEE 
KC56422) i POKE 639,PE£K£584Z3J :THA P 190 
120 ? "Display List for Graphics MOD 
E : 7 s? 


130 FOR J=1 TO LENCDL5):? 

3 I '■ * " j : NEMT J;? ; ? :tF FLAG=0 THEM 150 

140 FLAG —OI POKE 333 r PEEK(5S3743SPOKE 0 
39 1 , PEEK £533 753 JGOTO 130 

150 7 !? "Another node CY/H1 M ;sINPUT a 
$ 

160 IF Af="V" THEM GOTO 30 
170 IF A$<>"N M THEN 150 
133 GRAPHICS OSENO 

190 POKE 833.PEEK£583743:POKE 839,PEEK 
C 53375 3 


RETURN 


200 IF PEEK£195)=138 THEN 
er not ready!*":? "Press 
PUT A$:TRAP 19O:G0TO 33 
Z10 ? :? "BError-"; PEEK £195) :EMI> 


!? "EPrint 
"j :ik 


Leti tig 1 
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You ate not restricted to putting blank lines at the top of 
the screen. Listing3 below shows how blanks can also be 
used in the middle of the DL This program is explained 
mote fully below. 

The n ext num ber (7 0) i s one of the most impo rtant in t h e 
DL It is in fact made up of two Instructions: 64 (Load 
Memory Scan) plus 6 (Graphics Mode 1 instruction - see 
Table 1). The LMS instruction is a very simple one in spite 
of its name, since its function is to tell Antic the location of 
the first byte of memory to be displayed on the screen. The 
LMS code should always be present added to the code for 
one mode line of one of the various graphics modes. If this 
is not done, blank scan lines will be displayed instead. In 
addition, the LMS code must always be followed by two 
bytes (128 and 157 in the above DL - this may vary in your 
machine). These two bytes are the location, in conventional 
low- and high-byte format of the start of display memory, 
and unless deliberately altered will be the same as in 
locations 88 and 89. By altering just these two bytes, you 
can cause your Atari to display the contents of any area of 
memory on the screen] Would you like to see what is 
happening in the very low RAM area? Type: 

DL=PEEK(560)+PEEK(561)*256: POKE DL+4,0: 
POKE DL+5,0 


Table 3: Blank line instructions 


instruction code 

Number of blank lines 

0 

1 

16 

2 

32 

3 

48 

4 

64 

5 

80 

6 

96 

7 

112 

8 


|Text Hindow in Graphics l| 


RM 20 GRAPHICS S ! DL =PEEIC £560J +256*PEEK 156 
1) 

EH £0 POKE DL+A67,70:FOR J = I70 TO A725P0K 
E DL +Jj 6!MEHT J 
10 40 POKE 653,1 

TO SB ? "TeEO HiiTTflOw 0E": ? “CrEnjHiSS 1'* 

Listing 2 


PE 10 REM 
NU 20 REM 
PM 30 REM 


insertion of blank lines in The 


D i 5 P 1 A 


Set up The new DL 


MJ 40 FOR J-l TO 4?!READ K!POKE A535+U,H: 
NEXT J 

QK 50 RATA 112,112,112,50,0,0,0,2,0.2,0,2 
,0,2,0,2,0,2,0,2,0,2,0,2,0,2,0,2,0,2,0 
,2,8,2,0,2,0,2,0,2,0,2,0,2,0,2 
CC 60 DATA 65,0,6 

MR 70 GRAPHICS 6:POKE 1540,PEEK C6S1 :POKE 
1541,PEEKtfiSJ 
FU SR REM 

IF 90 POKE 553,0 i POKE 5&0,0iPOKF 561,6lSE 
TCOLOR Z,2,6!5ETC0L0R 4,0,10!SETCOLOR 
lj 2,0:POKE 553,34 
RS 100 LIST 

Listings 


You are now looking at what is going on in Page 0 and 
succeeding Pages 1 to 3. If you wish, you can set an LMS 
instruction on every mode Sine, so that each line displays a 
different area of memory, 

Following the LMS code and its two operand bytes, there 
area series of 6's. These are the Antic instruction codes for 
Graphics 1 (remember that Antic uses different code 
numbers to BASIC and the Operating System). If you 
count them, you will see that there are 19 l 6 7 codes, which 
together with the one incorporated in the L_M5 code makes 
a total of 20 mode lines of Graphics 1. 

Following these is another LMS instruction with a 
Graphics 0 code added. This directs Antic to a different 
memory area for the text window, which is of course in 
Graphics 0, The following two bytes are the start of the text 
window memory area and are followed by three lines of 
Graphics 0, 

The final three bytes are an instruction to Antic to go 
back to the start of the DL and repeat the program over 
again. The code 65 means l jump and wait for vertical 
blank, this is telling Antic not to start drawing the screen 
until the electron beam has returned to the top left-hand 
corner and the vertical blank period is over. The two bytes 
following the Jump instruction are the starting memory 
location for the DL itself, and are therefore the same as in 
locations 560 and 561. Your DL must always end with this 
instruction. 

Simple arithmetic shows that we have 20 lines of 
Graphics 1 each eight scan lines high, and four lines of 
Graphics 0, also eight scan lines high. This makes a total of 
20 x8 + 4 x8 = 192 scan lines. When designing your own 
DL you should always approach this magic figure as 
closely as possible. Having less than 192 scan lines doesn't 
matter - you merely have a slightly smaller picture - but 
exceeding 192 does matter, since it may cause the picture 
to roll unpleasantly. If you must exceed 192, compensate 
by reducing the number of blank lines at the top - but 
remember that you may get picture cutoff as a result 

Now rerun Listing 1, and this time examine the DL for 
Graphics 8. You will see that as well as the LMS at the start 
of the DL and the one for the text window, there is a third in 
the middle of the DL This must be present because of a 
limitation of Antic's memory counter, which cannot count 
past a4K memory boundary. The practical meaning of this 
is that any Graphics mode displaying more than 4K of 
screen memory (e.g. Graphics 8-11) will need an additional 
LMS instruction in its display list in order to reset the 
memory counter and cross the 4K barrier. 

There are three final instructions to consider, which 
don't appear in the ‘built-in" DLs. These are: 

128 call Display List Interrupt 

16 horizontal fine scroll 

32 vertical fine scroll 


Any or all of these can be added to to any mode line 
(together with the LMS code if you wish). They are 
discussed more fully overleaf. 


continued overleaf 
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DISPLAY LISTS continued 


CUSTOM-BUILT DISPLAY LISTS 

There is no need for the Atari programmer to be 
restricted to the 'official 1 DLs and Graphics modes pro* 
grammed into the Atari By modifying the DL you can 
format the screen in virtually any way you wish. It is easiest 
to explain how this is done by means of examples 

Before we start I should point out that there are two ways 
of going about creating your customised DL The first is to 
modify an existing DL set up by a GRAPHICS statement, 
and the second is to create an entirely new one somewhere 
in a protected memory area. In general I would recommend 
the second approach, except for very small changes, since 
you can then bring your new DL into effect simply by 
changing the pointer at locations 560 and 561. Changing 
an existing DL may take a noticeable amount of time, and 
may be impossible if your new DL is longer than the 
existing one. 

Example 1: Graphics 8 is fine in terms of resolution, but 
sadly lacking in colour What is worse, the text window is in 
the same colour as the main part of the screen. However, 
we can improve this by changing the text window to 
Graphics 1, allowing four colour text Listing 2 does this. 

This program Is very straightforward, it finds the start of 
the Graphics 8 DL and then POKEs the appropriate 
locations with the Antic code for Graphics 1. Line 40 may 
need some explanation however, The Operating System 
thinks that the text window is in Graphics 0 * but Antic m ust 
now display it as Graphics 1. This is a potential conflict 
since the O S allocates 40 bytes per line for the text 
window, whilst Antic only uses 20 bytes per line. This 
would alter the position of text PRINTed in the window, We 


resolve this by telling the O.S. that the window is now in 
Graphics 1 by POKEing location 659 with 1, 

Example 2: I indicated earlier that it was possible to insert 
blank scan lines in the middle of a DL This is demonstrated 
by Listing 3. This effect gives rather an attractive 'ruled 
page f appearance which could be useful in long text 
displays to break up the text (for example, in text adven¬ 
tures). Notice that the screen editor entirely ignores the 
blank lines - the cursor jumps from one mode line to the 
next. Unfortunately putting in the blanks means that we 
can only put 21 Graphics Q lines on the screen - this makes 
it difficult to use this screen for typing in a BASIC program 
for example (try it and see what happens when you reach 
the bottom of the screen). 

However, this program also demonstrates how to set up 
a new DL from scratch. It must be placed in a suitable 
memory area - such as page six. Display lists are not 
relocatable due to the jump instruction at the end. The first 
three lines of the program READ the DATA for the new DL 
and POKE it into page six. Remember that zero is the code 
for one blank line and two is the code for Graphics 0. We 
must then allocate some memory space for the screen - in 
this case, done easily by the Graphics0 call in line 70. We 
then need to know the starting memory location for the 
screen memory, which can be found from locations 88 and 
89, These values are POKEd in to the appropriate locations 
in page six. Space was reserved for these by the two zeroes 
following the LMS instruction (fourth number in line 50). If 
other LMS codes were present in our new DL we would of 
course have had to reserve space for the two bytes 
following each one. The final three bytes are the Jump 


Denq . of MixPtt HOHe PRTNT/PL 


5E 


CD 13 REM 

hu 20 rem jh'm 

DV 30 FOR J=0 TO 35:READ H:POKE 1536*J,K: 

NEHT J : OPEN ft*,4,0 , "S :*■ 

OH 40 DATA 112,112,112, H, O f (J ( 9,9,9 

,9 # 6,7,6,b,6,2,2,2,2,2,6,6,b,7,6b,6, 

2,2,2,65,0,6 

HZ 50 SETCOLOR 2,10,6:SETC0LOR 4,10,0;SET 
COLOR 1,0,0:S€TC0LOR 0,0,14 
HW 60 REM r-MIMlM I'MrTiMUJTTT 

NA 70 RAMTOP=PEEKC1063 : POKE 88,0:POKE 09 , 
RAMT0P-4E? CHR$(12S) 

1U SO POKE 1540,0?POKE 1541,RAMTOP-4:POKE 
1565,RftMTOP lM»OKE 87,4lP0KE 660,0?PO 
Kt 661 , ft ftMTOP -1, 

RU 30 POKE 559,0!PGKE 560,OiPOKE 561,6iPO 
KE 559,34 
UB 100 GObtJB 290 

uu no poke sb , 100 : rem iiiii j.i im=kvmm 

MM 120 POKE 37,2SPD5ITI0N O„0i? 36;" 
INVADERS 11 

MS 130 POKE BB,120:POKE 07,1:POSITION 8,0 

:? no:? as;" invaders ' 1 

ZZ 140 POKE BO,130;POKE 07,O:PQ5ITI0N 2,0 
;? "This is A dewonstrati an of nixed-n 
ode" 

61 ISO ? "printing/piotting. The offset i 
s cal-** 

KR 160 ? "Ciliated for each Mode window £ 


Listing 4 


the" 

DH 170 ? "screen HPHory directed to the s 
tart-" 


5J ISO ? "ing ary location of each win 
daw." 


HN 

Ufa 

UD 

EK 

MP 

FB 

EG 


190 POKE 00,124:POKE 09,RAHTOP-3:POKE 

07,1:POSITION 0,0 

200 ? 1*6;? W6|" INVADERS" 

210 ? **6;? »6J" INVADERS" 

220 CLOSE K6SPOKE 752,1 

230 POKE 703,4 i REM L4\■ II ,f»M" 

240 ? "Text window can be used for inp 


uts, 11 

250 ? "cOMMands, etc. in the usual wav 


00 

MS 

KM 

IA 


GZ 

LP 


£60 ? "Press »ilJiFitlTIB to end." 
270 IE PEEKC53279J 03 THEN 270 
230 GRAPHICS 0 ; END 
290 REM IIM'tmi 


300 M-S7344 :S = PEEKC88J +256NPEEKC39I :R = 


O:COLOR 1 

310 FOR J = i TO 8:READ CODE,COLS FOR 1 = 0 
TO 7 


GZ 320 POKE S+ fI*10J+CR*10J+COL,PEEKCM+I+ 
(CDDEKSn 

EV 330 NEMT I!NEKT J 

WJ 340 DATA 41,1,46,2,54,3,33,4,36,5,37,6 
,50,7,51,6 
Z4 350 RETURN 
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instruction followed by the starting location of our new DL- 
the beginning of page six. 

To bring our new DL into effect, we first turn off Antic by 
POKEing 559 with zero [you don't have to do this, but if 
you don't then the PL may be changed while Antic is 
actually drawing a screen, making the picture jerk - which 
at best looks unprofessional). The DL pointer is then 
directed to our new DL in line 90 by POKEing560 and 561 
with the low and high bytes of the start of the new DL 
Finally, Antic is turned back on again with a PGKE559,34. 
You can get out of the new DL by any GRAPHICS call To 
get back again, simply repeat the steps in this last 
paragraph. 

Example 3: The final example (Listing 4) is a little more 
complex, but nicely demonstrates a problem encountered 
when printing or drawing on a mixed-mode screen. Let us 
suppose that we want to design an attractive title page for a 
new game. We want to start off with giant text at the top of 
the screen, then decrease in size towards the middle, where 
we will print a message. The text will then enlarge, again, 
and lastly there will be a text window for displaying 
messages and inputting replies. Well call the program by 
some sort of dramatic name - say, INVADERS', in honour 
of those little green men who started it all. 

Type in Listing 4. Lines 10 to 90 should now be 
straightforward. Memory is assigned for our screen in line 


70 r and then the new, mixed-mode, DL is set up. The 
starting memory location for the text window is obtained 
from locations 660 and 661 (see Table 1). The method for 
plotting giant text in Graphics4 comes from John Hutmein 
Page 6 issueS. 

The real problem is, how do we PRINT or PLOT to the 
mixed graphics modes when the Q.S. thinks we re in 
GraphlcsO? There are two ways around this The first is to 
tre at each g rou p of id e ntical m ode i i nes (or m ore ge n erally, 
groups of lines with identical memory requirements) as a 
sort of graphics 'window'. For each window, we would then 
POKE the screen memory locations 88 and 89 with its 
starting memory location and to be on the safe side do a 
POSITION 0,0 to return the cursor to the top left-hand 
corner of the window.. We then POKE 87 with the 
appropriate BASIC (not Antic) mode number and can now 
use the normal BASIC printing and drawing commands. 
Alternatively - especially for character graphics - we could 
calculate the offset from the start of screen memory and 
POKE the internal character codes (not the ATASCIi 
codes) directly into the screen memory. 

So much for the Display List itself. I suggest you 
experiment with the above examples and create your own 
DLs. In the next part of this article, I want to concentrate on 
some further applications of display list manipulation - the 
'hidden' graphics modes, page flipping, the Display List 
Interrupt and scrolling. # 
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road Erdington 


U.K SOFTWARE 


Hacker.,(d)* * * 
Ballb 1 azer * *,* 
Fractulas. ** . , 
Kennedy App * * * 
Theatre Europe 
Blue Max 2001, 
Mercenary. , , . * 
Strip Poker.,* 


., 14.95 

* 9,95/14.95 
♦9,95/14.95 
. - - . * .cal 1 

.9 * 95 

.9*95/14.95 
.9*95/12*95 
.9.95/14.95 
.9*95/14.95 


SSI 


MICROPROSE 


Whirl 1nurds, . 

King of the Ring,*, ..phone 
GREMLIN GRAPHICS ACTIVISION 
ELECTRIC DREAMS ARIGLASGFT 
ENGLISH SOFTWARE LLAMASOFT 
U*$ GOLD MELBOURNE HOUSE 
SECTORSOFT CREATIVE SPARKS 
DATABYTEOCEANNOVAGEN P.S.S, 
IMPORTED SOFTWARE 
AT A GLANCE 


Battalion Commander.,37*95 
Battle for Normandy.* 37,95 
Battle for Shi1 oh *.*.37.95 
Breakthrough/ArdennesS?* 95 

Broadsides ... ..33.95 

Carrier Force.57.95 

Colonial Conquest.... 37,95 

Combat Leader*.......34,95 

Computer Ambush♦*..*.49,95 
Computer Basebal1. .* .37 * 95 
Computer Quarterback* 37,95 
Cosmic Balance♦♦,*.,*33.95 
Cosmic Balance 1 1 * *.*33,95 

Eagles. ♦♦♦,,...37,95 

Epidemic. ..29.95 

Field of Fire37♦95 


Crusade in Europe*35*95 
Decision in Desert39,95 
Gunship,,,.,*.,.*..soon 
Silent Service.*.*.soon 
Top Secret... .soon 


MICROLEAGUE 


Baseball.,,.*.,.... 
Data disk.,*.*.*.,. 
World series disk*. 
1984 Team disk..,.. 
Allstar roster disk 
Franchise Team disk 
General Manager/owner. 
SYNAPSE 


Fortress.*.♦* *,, *,* ..29,95 
Kybrd Template/Syncalc.soon Gemstone Warrior ..... 37,95 

Kybrd Template/Syn file* soon Imperiura Galaelunt. , . . 33.95 

Kampfgruppe*♦,,,*..*.57,95 
BATTERIES INCLUDED Knights of the Desert34.95 

Objective Kursk ...... 37 * 95 

B-Graph,**************69♦95 Op Market Garden...,*57*95 

Home Pak. ...49*95 Panzer Grenadier.37,95 

Paper cl ip.. 59 * 95 Questron . *..57,95 

Ralls Wes t.. 37.95 

BHODERBUND Reforger *88 . ,.45,95 

Shattered A11iance., .34 * 99 
Printshop....,...,.*..39,95 Six Gun Shootout....*37*95 
Data disk 1,,**,*..,.*22*95 Tigers in the Snow* .*37,95 

Data disk 2... *22*95 War in Russia,,*,*..*67.95 

Frintshop paper..19.95 50 Mission Crush.*,..33.95 

The Mask of the Sun...43.95 INFOCOM 
Serpent's Star.*.**,*.43,95 


Brims one * . , . .* * *,.soon 

Essex, * * * ♦ .. ,39,95 

Mindwhee 1 .,* 39*95 

Syncalc,, .. .,49,95 

Synfile, *.49.95 

Syntrend, ,39,95 

MINDSCAPE INC. 


CAROUSEL SOFTWARE 


Cutthroats,* ., * . * . * * * *29.95 
Deadline*. ,, .. . ... .*..37*95 
B 9,95 Enchanter.,*.**.**,*.*37.95 
gg 5 Hitchhikers guide*..,.29,95 
Si mu lated C omp u t e r ( d ) .14*95 Infidel,*.,*..*......*42*95 

Telly Turtle(c),, . , . * , .9*95 ^Isnetfall.* *. * . * * . * * ,37*95 
Telly Turtle(d) ..,*.*. 14.95 Sea Stalker. ..34.95 


Brain Strainers(c/d). 
Simulated Computer(c) 


EPYX 


- * - ■ 


Koronis Rift... 

The EideIon*.*,...,, 
MONARCH DATA SYSTEMS 


soon 

soon 


Suspect.. 37 * 95 

Suspended ****.,..,..*.37.95 
Witness.,*....,,,,*.,.37.95 
Wishbringer.*.,..,,,,.29.95 


Bank st music writer., 
Halley Project. .*.,.., 
Crossword Magic.,, * * *, 

ROYAL SOFTWARE 

Trivia Ques t. * .. 

Trivia Utility disk.. 

0. S . S 

Action.*. 75.00 

Action Toolkit * . ..27.95 
Basic XE +.*.*,.. 75,00 

Basic XL... , * , * , .,60.00 
Basic XL Toolkit„27 * 95 
DOS XL inc Bug 65 27,95 

Ma^/bb.*. *75.00 

Mac/65 Toolkit. , ..27,95 
Writer 3 s Too 1, * . 69 * 95 


Zork I,II,III, 


.29.95 


ABC Basic Compiler*. *.79.95 


E3 WHAT’S NEW? CALL US 

HOTLIIMEOS^I 
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Birmingham 

OUR 


BS4 SHA 



BIRTHDAY! 


BUT YOU GET THE GIFT 


ATARI 


£1 off your next purchase 

ST SOFTWARE 

MKTACOMCO INFOCOM 


Guide 


p, ‘I;::- Ass,,eblel ".49.95Mind ForeverVoyaging. 44.95 

® f/® netlu " 1 -*9.95 C Asse,nbler .89.95 Cutthroats.39.95 

I .. - . - . 49.95 Lisp Development Kit. 89.95 Deadline .. . 

Two Key Accounting. 79.95 Pascat ..89. 95 Enchanter. . 

Asteriods.soon FYDLER MICRQPRORAMMING Hitchhikers 

flat t lezone.soon Infidel_ 

Calc/Clock/Breakout.soon Adminisrator..249.95 Planetfall. 

' SOOn A PP°intwaster. .. 74.95 Sea Stalker 

ST Business Tools ... soon Datamaster. 59 95 Sorcerer 

Star Raiders...soon Datastate 2.. ! . . 390l! 00 S t arcro« ! ! 

Mailmate. ........ 39* 95 Suspect. ,, * 

Mas t ergraph.29*95 Suspended. , 

Speilmate.. ...,59.95 Wishbringer 

2 9.95 W o r d ma t e. . . . , . . . , . . . .59,95 Witness. . * , 

SIERA ON-LINE Zork T . 

Zork II..,. 

(Jat °* * *..soon Zork III... 

King s Quest II.soon MICHTHON 

4 x Forth, (level 1)99.95 Ultima II. , .. S(>on 

4 x Forth.(level 2).soon FTL/OASIS SOFTWARE Flight Simulator. 

Forth Accelerator..74.95 Flipside.*......, 


TALENT 

Zkul & West, 

Flexif1le. ,.., . . . ..69.95 

DRAGON GROUP 


49.95 
3 9,95 

33.95 

44.95 

39.95 

39.95 

44.95 

49.95 

44.95 

49.95 

39.95 

39.95 

39.95 

44.95 
44.95 


SOFTLAW CORF. 

VIP Professional. 
GST SYSTEMS 

C Compiler....... 

Macro Assembler., 

HABRA/HIPPO 


Sun dog. , , , , . * , . „ , . . . .39,9*5 Golrirunner 


.phone 


59,95 
39 * 95 


M1NDSC APE 

D e ja Vu.. soon 

Halley Project .soon 

Keyboard Cadet* , , . . , . „ soots 


39.95 

34.95 

29.95 

39.95 

34.95 

79.95 


IBM’-ASCII Transfer 
M/Disk (Ram Disk). 

Ml/Term (Comms) . . . 

Mud Pies,29.95 
Soft-spool,.,.,...,.,34.95 
KUMA 

EXKCON SOFTWARE 

K-Comin ..,.,.,,.......49,95 

Taurus Accounts. . ,.,250.00 K-Data, . . . - * * ■ ■ * * * - ■ .49,95 


C Compiler........ 79.95 Taurus Inviocing 


135,00 K-Seka...49.95 


Checkbook Minder*, .soon Taurus Pr inters f .... 5 00 . GO K-Spraad*..4 9.95 

MIRAGE K-Word.. .49,95 

Express Letterwriter.49.95 Mail-order specialists 

PLEASE CHECK AVAILABILITY BEFORE FLACING ORDER 


PLEASE RUSH ME YOUR LATEST PRICELIST 
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NAME.,, 
ADDRESS 
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USE BEFORE 31-12-85 





































































If you want to write a good space game you need a good 
background and what better than a scrolling starfield such 
as used in STAR RAIDERS or GALAXTAN? 

The programs presented here give you various starf5elds 
to'which you can add your own game play. Listing 1 is a 
simple scrolling star field which uses one missile and a 
Display List Interrupt service routine to provide an excell¬ 
ent set of scrolling stars which are independent of the 
playfield. The routine is shorter than it looks as lines 160 - 
290 are merely a demo to illustrate how printing to the 
screen does not affect the stars. Listing 2 is a better version 
that uses a much more complex Display List Interrupt to 
give a 3-D effect Lines 10 - 440 provide the basic routine 
with the remainder of the program giving a demonstration 
to sh ow th e i n d epe n d ence of th e sta rs fro m the playfield. A 
further demonstration of the use of this routine is given in 
Listing 3, This includes some machine code routines to 
allow you to steer through the stars by using a joystick in 
portl. To run this one delete lines 450 - 570 from Listing 2 
and add the new lines 

Finally for those of you interested in exploring the 
routines further I have included the assembler source code 
for the display list interrupt 

EI 1 REM WMM N UWWHKM W M W WMWHKMmiW HI l MM MM MWi W 
JI 2 REM * STAR SCROLLER I by Paul Lay * 

Eft 3 REM * —— ---—— * 

IK 4 REM * PAGE 6 MAGAZINE - ENGLAND N 

EM 5 REM M W MMMMWM M M M W WN M M M W W N WW N M W M W M M m i 

DS 10 GRAPHICS 24:GRAPHICS 7 

YU 20 FOR 1=1536 TO 1566 

PH 30 REAP J;POKE I 

SH 40 DL=PEEKC5603+25G*PEEKt5613 

Y Z SO FOR I=DL+6 TO DL + 83 

06 68 POKE I«141:RENT X 

JM 78 PM=256»CPEEKI106J”245 

UC 88 FOR I=PM+887 TO PM+4S4 STEP 2 

GP SO POKE IjliNEKT I 

VI. 180 FOR 1=1564 TO 1666 

Rfct 118 POKE I, RNDfl5«Z55 2NEHT I 

KK 12© POKE 54274,PMA255 

UR 138 POKE 512,8 r POKE 513,6 

GO 140 POKE 564,621 POKE 53277,3 

IY 158 POKE 54286,142iPOKE 704,28 

JH 168 REM SILLY DEMO 

UC 165 ? GHR$C125)JCHR5CZS)HS 

wmmmmMssru 


IE 178 COLOR 1 + RND Cl)*2 

JM 180 K-18 + 1NT CRN© <15*1243 

BY 160 Y = IMT tRHDti3*65) • SOUND 0,200,2,10 

HT 200 PLOT K,YlDRAHTO H,V + S 

SJ 210 DRAHTO R-5,Y+10 

5H 220 PLOT X + 3,Y 

GL 230 DRAHTO X+3,Y+1© 

UK 240 PLOT K+6,Y 
LK 250 DRAHTO K+0,V+5 

VI 268 DRAHTO H + li ,¥+10!SOUND 0,0,©,© 

TK 270 IF RHD CS3 <0.1 THEN PUT 1*6,125: GOTO 
165 

VJ 200 POKE 704,16«IHTtRHDCl)*155+i4 
□Y 2 SO GOTO 178 

JM 108© DATA 72,138,72,174,11,212,184 
DZ lOlO DATA 33,6,141,10,212,141,4 
JB 1020 DATA 200,222,33,6,165,284,41 
AK 1030 DATA 1,24©,3,222,33,©,230 
CC 1040 DATA 204,104,170,104,64 


El 1 REM W K M HMHHNWMHy HM MMHHMMH HUM MM W W.K HM 


KF 2 REM * STAR SCROLLER 2 by Paul Lay * 

EA 3 REM *-----______- * 

XH 4 REM * PAGE 6 MAGAZINE - ENGLAND * 
EM 5 REM H HMHM H MHMMMHHHHHHHHHHHHHHHHOHAt 


OJ 18 GRAPHICS 0:POKE 752,1 

FK 20 SETCOLOR 1,0,14:5ETC0L0R 2,13,0 

OR 30 POSITION 11,8 


STAR SCROILEG ? 


HT SO POSITION 14,12 
IN so 2 "By Paul Lay" 

SR 70 FOR 1=1536 T© 1784 


PM 80 READ J3 POKE I,JlNEKT I 

VF SO GRAPHICS 24:GRAPHICS 23 

JO 10© PM=PEEK(1063-24 

NJ 110 POKE 54274,PM!PH=256*PM 

OF 120 FOR I=PM+748 TO PM+448 STEP 2 

ZC 130 POKE 1,1INERT I 

00 140 POKE 554,62!POKE 53277,3 

FU 15© ©L”PEEK C560I+256«PEEK C5613 

LA 168 POKE DL + 3 ,2©5 

1L 170 FOR I=DL+6 TO PL+1O0 

KY 108 POKE I , 141:MEMT I 

BE 14© POKE 512,17 $ POKE 513,6 

ZV 200 I = USR C15 363 

RP 218 DATA 104,164,0,141,204,0,173 
RP 220 DATA 11,212,208,751,164,142,141 
IN 230 DATA 14,212,46,72,138,72,152 
IN 240 ©AT* 72,174,204,0,236,204,© 

KG 250 DATA 184,©,4,168,141,10,212 
JC 269 DATA 141,4,200,4,8,141,18 
DO 270 DATA 200,142,120,144,6,142,136 
MM 280 DATA 144,3,200,200,136,152,224 
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ji 2?e 

AH SUB 
CO 310 
JK 32B 
«fi 338 
IP 340 
AJ 358 
KI 360 
PH 3/0 
HQ 386 
SQ 3 90 
CB 400 
AO 410 
EA 42e 
CL 430 
£Z 440 
HP 43B 
»C 400 
2lf 470 
UJ 400 
Efl 4*0 
CD 300 
HO 510 
BO 520 
NO 530 
GY 540 
UK 550 
OH 500 
HF 5/0 


DATA 0,240,3*157*356*3,224 
DATA 47,200416,173,10*210,141 
DATA 47,4,169,00*141,0,2 
DATA 169,6,141,1*2,104,160 
DATA 104*170,104,64,72,130,72 
DATA 152,72*174,204,0,238,204 
DATA O,109*0,4,160,141* 10 
DATA 212,141,4,200,9,0,141 
DATA 10*200,192,120*144*6,192 
DATA 136,144*3,200,200,136,152 
DATA 2 24,95,240,12,173,205 * 0 
DATA 140,205*6*157,0,4,76 
DATA 163,6,169,0*141,204,0 
DATA 173*10.210,141,205,0,169 
DATA 17,141*0*2,169,6,141 
DATA 1*2*104,160*104*170,104,64 
HEM DEMONSTRATION HI 
FOR 1=1 T0 2000;NEKT I 
5ETCDL0R 0,1*10:SETCOLOR 1*1*B 
SETCOLOR 2*1,6 
H-INT C139XRND 103j 
Y=INT C75NRND tH)+10J 
FOR I-H TO K+15 

color i :plot i,y+i&idramto i,v 

COLOR 2!DRAMTO 1+5 r Y~5iHEKT I 
COLOR 3 ;for i=y to y+ib 
PLOT H+16,I:DRAMTO H+21,1-5 
NEHT I:IF RND<0>>0.1 THEN 490 
? 3t6 j OHR$ C12S9 ; : GOTO 490 


IN 450 
IN 455 
□ U 460 
AO 470 
HO 4S0 
NP 490 
ID 500 
LB 510 
NA 52B 
DA 630 
VS 540 
TH 556 
AD 560 
HJ 570 
OT 560 
RC 590 
TB 600 
PP 610 
BY 626 
FU 630 
CC 640 
FS 650 
MH 6 60 
JM 670 
OI 600 


REH DEMONSTRATION 82 

REM FOR STAR SCROLLER 2 

FOR I-17B5 TO 1752 

READ JiPOKE I*J!NEKT I 

SETCOLOR 0,0,14;SETCOLOR 1,7*10 

COLOR 1:PL OT 79,40:ORART0 79,44 

PLOT 79,54:DRAHTO 79*50 

PLOT 59,47!DRAHTO 74,47 

PLOT 89,47:DRAHTO 84,47 

COLOR 2!PLOT 67*36;DRAMTO 91,30 

DRAHTO 91,56!DRAMTO 67,56 

DRAMTO 67*38 

5-PEEK £63 21 

IE 5=7 THEN X-USR£17051 
IF 5=11 THEN I=USRtl715I 
IF S=14 THEN I-USR£17253 
IF 5-13 THEN I=USR(1746> 

GOTO 660 

DATA 162*95,222*0*4*202,16 
DATA 250*104,96,162*95*254*0 
DATA 4*202,16,250*104,96,162 
DATA 1,189,0,4*157,255,3 
DATA 232*224*96,208,245*104,96 
DATA 162,94*169,0,4,157*1 
DATA 4*202,208*247*104,96 
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SUNARO 

SOFTWARE 


* S f \lt ( MfUCJI 

* f;ii uni ins a in' mi 1 ! 1 , disk 
+ \iu \di: no\si lli l:tiu\ si; r disk 1 : 2 ^.n.> 


HARDWARE 


130XE WITH 1050 DISK DRIVE £ 2fi0 

8 O 0 XL DISK DRIVE/SOFTWARE ^240 

800X1*RECORDER, SOFTWARE £ 95 

800 XL/JOVST1CK/CARTRIDGE £ <33 

1029 DDT MATRIX PRINTER £190 
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'We came down here to spend some 
money' complained a couple of lads 
from far away Durham, True there 
was not much you could actually BUY 
for your ATARI at the PCW show but 
there was quite a lot to see and the 
promises of much more support for 
our machines in the future. The 
ATARI stand hit you in the face as you 
turned right from the front door but 
many of the other goodies took a bit of 
finding. One thing became obvious 
from the start - playing the roving 
reporter AND trying to run your own 
stand was as hard as trying to com¬ 
plete MINER 2049er with only a 
limited time allowed for play] 

Initially 1 suppose interest centred 
around ATARI $ three large stands, 
one of which was set up for public 
relations purposes with tables and 
chairs for'important' visitors and pri¬ 
vate rooms for interviews, whilst the 
other two housed dozens of small 
units occupied by software houses 
and others who had some product or 
other for ATARI machines. The set up 
certainly created the right impression 
judging by some of the press reports 
following the show with comments 
such as 'Atari managed to put at least 
50 ST s on their stand 1 and 'Atari live 
up to their promise'. What it was 
basically was a brilliant piece of pro¬ 
motion using the resources of about 
30 other companies to promote the 
ATARI line. Nobody has ever critic¬ 
ised Jack Tram i el for his marketing 
ability] 
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Let's start with ATARI themselves. 
For most media men the focus of 
attention was not the hardware hut 
Jack Tramiel himself who seemed to 
be constantly surrounded by TV cam¬ 
eras and press men. Most of what he 
said merely reinforced, for the scep¬ 
tics, what he had said before and there 
were certainly no major new announ¬ 
cements. 520STs were around in 
force with just the odd colour monitor 
but the promised CD ROM unit did 
not turn up and the solitary 260 ST 
and HARD DISK DRIVE were locked 
away in a huge glass case on centre 
stage. What you could see was very 
impressive but the presentation led to 
suspicion and rumours. Let us hope 
that the 260 ST is close to production 
and that it will be available soon in the 
UK for the future of many of the 
software houses producing entertain¬ 
ment packages could depend heavily 
on existing ATARI owners having 
available a new generation machine 
they can afford. 

To many of those existing owners 
though the ATARI stand may have 
been a disappointment for the sup¬ 
port of the 13GXE or XL machines 
was minimal with almost all the em¬ 
phasis on the 520ST Among those 
companies showing software for the 
8-bit machines were English 
Software with their martial arts pro 
gram CHOP SUEY and Blgnose 
Software who now have the rights to 
produce THE PAY OFF for the Atari 
and other machines, Future releases 


reported by 
Les Ellingham 

include another two adventures 
OPERA HOUSE and THE MASK 
plus a multitasking FORTH system for 
the 800/XL entitled pFORTK A new¬ 
comer to the ATARI was Blue 
Ribbon Software who had two titles, 
DIAMOND MINE and SCREWBALL 
translated from the BBC and to be 
available at the remarkable price of 
just £2.50 each. Three further titles 
are planned and all five wilt be avail¬ 
able on one disk for just £9.95. 
Mirrors©ft now have BOULDER- 
DASH from First Star and FIRST 
STEPS WITH THE MR MEN for 
young children at £9.95 and £8.95 
respectively Miracle Technology 
had their MULTI-VIEWTERM com¬ 
munications software and DATARI 
interface hooked up and exploring 
Telecom Gold. There was more 8-bit 
software elsewhere in the show but 
not much more on the ATARI stand. 

So on to the star of the show - the 
520ST which had a very? impressive 
range of software - admittedly much 
of it only in the demo stage - ranging 
from low price entertainment pack¬ 
ages right up to the very top end 
business applications where you pay 
so much for the program that they give 
you the machine free! Included were 
many languages and development 





















packages which are likely to be among 
the first releases but overall the 
breadth of software that is being dev¬ 
eloped for this machine is quite 
amazing. 

Starting dose to ATARI themselves 
we had companies such as Digital 
Research showing GEMDraw and 
various GEM packages many of which 
are supposed to be included with the 
machine itself but which had not been 
completed and BOS Software with 
the BOS Operating System and asso* 
dated packages of interest only to 
serious business users. Up in this 
category were WASP Software with 
dedicated packages for the Printing, 
Accountancy Insurance and Legal 
professions. Metacomco who devel¬ 
oped the BASIC for the ST had a 
Macro Assembler for just £49.95, 
PASCAL at £89.95 and an IBM 
CROSS DEVELOPMENT SYSTEM 
which would set you back a cool 
£1,000! You wouldn’t buy that of 


course but think of the promise that it 
holds for future software availability 
on the ST GST Systems had an 
EDITOR/ASSEMBLER and a CP/M 
EMULATOR allowing CP/M pro¬ 
grams such as Wordstar and dBase II 
to run on the ST. 

Languages and general business 
applications were the dominant type 
of software and among them we had 
Talent Computer Systems with a 
file management system called 
FLEXFILE allowing many different 
types of single file applications to be 
handled. TDI Software had TDl 
MO DU LA-2/ST billed as the best 
language for modular programming 
as well as UCSD PASCAL an industry 
standard operating system. Kama 


Computers who have made a name 
among QL users have a whole range 
of applications planned at a standard 
price of £49 95 Among these are K- 
SPREAD, a spreadsheet that uses the 
Mouse and Windows, K- SEKA, a very 
fast Editor/Assembler, K-DATA 
which is a database allowing transfer 
to and from other K-series applica¬ 
tions, K-WORD a word processor and 
K-COMM a communications and 
Viewdata terminal program. To top all 
this off they have a book coming out- 
The Atari ST Explored. 

Softechnics have a couple of pro¬ 
grams transported from the 
Macintosh. TIMELINK allows you to 
plan any time or date related activity 
and RHYTHM, ‘part spreadsheet 
part calculator 1 . Rack on the language/ 
development side, Hisoft promise a 
full range after Christmas - they say 
they will not rush things - which will 
include DevpacST a sophisticated 
editor / assembler /debugger, 


So far you might be forgiven in 
thinking that the ST is just a business 
machine, and without the 260 ST that 
is just what it might turn out to be, but a 
number of companies have commit¬ 
ted themselves to providing entertain¬ 
ment software for the ST. Graphics 
and sound on a new machine take a 
lot of explori ng and yo u ca n n ot expect 
the best for some time so most of the 
announced packages were of the style 
of text adventures or the like with one 
notable exception, BRATACCAS 
from Psygnosis. I must admit that I 
didn 1 1 get a chance to see it but others 
raved over it and some called it the 
game of the show! One to look out for 
when it is released, which will presum¬ 
ably not be until colour monitors, are 


readily available! One adventure that 
you could actually buy at the time of 
the show was LANDS OF HAVOC 
from Micro deal a 2000 screen arc* 
ade adventure for just £19.95, 
Another adventure, or rather two 
adventures comes from Talent 
Computer Systems who bring you 
WEST and THE LOST KINGDOM 
OF 2KUL both of which have been 
successful on the QL These two come 
on one 3 W' disk for the inclusive price 
of £24 95 

One of the first American com¬ 
panies to announce the translation of 
their existing software to the ST are 
the acknowledged masters of 
Adventure, Info com who are trans¬ 
lating their complete range. ZORK1 
and HITCHHIKERS GUIDE TO THE 
GALAXY were actually available for 
purchase at the show. Of the graphics 
based programs the most impressive 
was CHESS from Intelligent Chess 
Software with a true 3-D board on 
screen. And there was more which I 
didn't get a chance to see including an 
interpreter from BTM allowing BBC 
programs to be run, a promised 
1 ELITE 1 type package from Firebird, 
and CASH TRADER from Que&t 
International In all the software 
under development and likely to be 
available towards the end of this year 
and early next year is truly astonishing 
in its variety and holds great promise 
for establishing the ST as THE mach¬ 
ine of 1986. 

So far we have covered only the 
ATARI stand, but what of the rest of 
the show? 

As far as ATARI was concerned 
the rest of the show was dominated by 
two companies, Activision and Ariola- 
$oft Four games were on active dis¬ 
play at the Activision stand. 
RESCUE ON FRACTALUS and 
BALLBLAZER and somewhat unex¬ 
pectedly as th ey a re o nly j u st aval 3 a b le 
in the States, KORONIS RIFT and 
THE EIDOLON which again feature 
fractal graphics and look to be a 
couple of stunners. Lack of time pre¬ 
vented a proper look but what I did see 
was very impressive arid hopefully we 
can bring you a full review shortly. 
After a lengthy period in which they 
appeared to desert the ATARI Acti¬ 
vision are b ringing o ut so m e really top 
class software over the coming 
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months. Some programs will be avail¬ 
able by the time you read this but 
those to look out foriniclude HACKER 
one of the most innovative programs 
of recent times in which you explore a 
host computer you have accidentally 
accessed There are no Instructions, 
no rules, no help. The screen just say 
‘Log on pleas el For adven turers 
comes MINDS HA DOW a fully illust¬ 
rated graphic adventure with anima¬ 
tion. THE DESIGNER'S PENCIL is a 
creative program combining both art 
and music and GAMEMAKER allows 
you to create your own arcade style 
games with options for novice and 
advanced programmers. The 'ulti¬ 
mate' flight simulator is said to be 
SPACE SHUTTLE designed in con¬ 
sultation with NASA where you cont¬ 
rol none other than the Shuttle itself. 
Finally from Activision comes THE 
GREAT AMERICAN CROSS 
COUNTRY ROAD RACE a driving 
simulation in which you race through 
25 cities across the States. 

Ariolasoft are also supporting 
ATARI in a big way by bringing to the 
UK some of the best in entertainment 
and application software from the 
USA Their stand was dominated by 
a huge projection TV screen showing 
music videos which was comman¬ 
deered midway through the show by 
Jeff Minter for use in demonstrating 
COLOURSPACE, Not many watched 
the videos but once Colourspace was 
up and running crowds lined up along 
the balcony Ariolasoft have already 
released many of the Electronic Arts 
programs at super prices and promise 
more to come. PINBALL CONS¬ 
TRUCTION SEX MUSIC 
CONSTRUCTION SET and SEVEN 
CITIES OF GOLD should be widely 
available by now and all have a superb 
reputation from past imports, In the 
+ mid- p ri ce 7 rang e at£9,95 o n disk o nly 
they have AXIS ASSASSIN a sort of 
Centipede and D-BUG in which you 
investigate the failed Operating 
System of a computer. Coming soon is 
ARC HON II: ADEPT which carries the 
ARC HON game to new heights and a 
new strategy game called THINK! 
played on a 6 x. 6 grid. Ariolasoft are 
not just into games though for they 
have signed an agreement with Bat¬ 
teries Included to bring out their range 
of Personal Productivity programs, All 
of these have received superb reviews 


in the U.S, and we can now look 
forward to wide availability here. NEW 
PAPERCLIP is a professional word 
processor to retail at £59,95 and 
HQMEPAK combines a word pro¬ 
cessor, database and telecommuni¬ 
cations package in one program for 
just £39.95. B/GRAPH is the best 
graph program available for the 
ATARI and is worth £49,95 for any¬ 
body who has any business applica¬ 
tions they want to run on an 8-bit 
machine. Other releases to look out 
for are GOLF CONSTRUCTION SET 
and PAINTBOX both on disk or 
cassette. 

Several companies have tried to 
bring U.S. software over here in the 
past with varying degrees of success 
but both Ariolasoft and Activision 
ha v e th e reso u rc es to ma ke it s ucceed. 
First class presentation and promo¬ 
tion should ensure that the best from 
the U.S continues to come our way, 

U&GOLD of course are well 
known for their licensing of games 
from America but from their stand you 
could be forgiven for thinking that 
they had now gone into the video 
business. RAM BO and ZORRO blared 
out from a combined OCEAN and 
U.S,GOLD stand and an impressive 
array of software was promised in*> 
Suding many strategy titles from SSI as 
well as NEW YORK CITY, BLUE 
MAX 2001, SUPER ZAXXON from 
Synapse, GOO NILS and ZORRO 
from Datasoft and many,, many more. 
Look out for the usual U.S.GOLD 
colour spreads in the coming 
months, 

And among the rest we had Aeirog 
who have TRIVIA - a version of the 
popular Trivial Pursuit at £7.95 with 
FIVE-A-SIDE and JUMP JET to 
come. Llama so ft showed a proto¬ 
type version of COLOURSPACE run¬ 
ning on one of the few ST s hooked up 
to a colour monitor (a Microvitec) and 
had a great psyched elically painted 
13GXE! Novagen Software had 
their own stand for MERCENARY, the 
successor to ENCOUNTER although 
they were late setting up their stand so 
I didn’t get a chance to see it although 
visitors to the PAGE 6 stand raved 
about it Audiogenic Software had 
XL and XE versions of the MICRO 
SWIFT SPREADSHEET and Alligata 
Software had SHOOT EM UP (I 


wonder if this is the old C, 5. Software 
game?). Beyond Software at last 
promise an Atari version of one of 
First Star’s titles, SUPERMAN and 
Precision Software has SUPER¬ 
SCRIPT, System 3 Software were 
apparently banned for promoting 
TWISTER with scantily clad "harlots 1 
but still promise versions of TWISTER, 
INTERNATIONAL KARATE and 
THE N1TRO GYCLERIC NINJA for 
the ATARI, 

Tynesoft Computer Software, 

who I missed apparently had a range 
of software prepared for the 260ST 
and there were books on the ST and 
XL/XE, a printer interface cable from 
Connexions at£39.95 and probably 
a lot more that I failed to see, 

So was it all worth it? Well, the PCW 
Show of 1985 was certainly the best 
showing for ATARI in the last 5 years 
and holds great promise for the future 
success of ATARI Whether that suc¬ 
cess will be heavily slanted towards 
the ST I don't know but the media, the 
software houses and the press were 
certainly excited more by ATARI than 
by any other manufacturer. The 
13GXE (and other 8-bit machines) 
look to have some good support from 
software companies new to ATARI, 
let’s just hope that they advertise their 
wares (in PAGE6?) and sell in sufficient 
quantities to continue that support If 
you are happy with you existing mach- 
ine it is worth sticking with it but keep 
an eye on the ST for It is the machine 
of the future. Maybe not for a year or 
two though so you have time. 

Meanwhile those of us who have 
made the commitment to an ST can 
look forward to the voyage of dis¬ 
covery all over again only this time the 
field is wider, the rewards potentially 
greater and the time spent programm¬ 
ing a lot longer, Already I know of over 
20 books planned for the ST between 
now and February and there will be 
plenty more, There will be hundreds 
of items of software and much of it will 
come from the UK 

Jim Cappareil of ANTIC was imp¬ 
ressed by the amount of software 
being developed. Leonard Tramiel 
was astonished at the amount of soft¬ 
ware British companies had developed 
in such a short time. "Much more than 
in the U.S 1 Who knows what we may 
see at the ATARI USER SHOW next 
May! 
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Demo 

EH 0 REM MMMWM* W HHM H MM W MMMM H HMWttMMKMWMK H 
JE 1 REM * FIREWORKS bo Matthew Jones * 

Off 2 REM * — —■*--—--* 

«ft 3 REM * THIS WO5 ONE OF MY EARLY * 

*RROiGRftMS AND 15 INEFFICIENTLY* 
IZ 4 REM *CODEf> BUT IT LOOKS UEftY GOOD . * 

* WHEN RUN SCREEN WILL BLANK. * 
GG 5 REM * TURN OFF LIGHTS IN THE ROOM * 

* IF ANYONE IMPROVES IT, LET * 

PG 6 REM * ME HAVE A COPY* * 

EO 7 REM MWHKMKMMK K HMK I imtHultmiKHMUKHlOtitH 
PJ 20 N-2:C=0jGRAPHICS 10 : F =: 0 ; F OR 1=0 TO 

©SPOKE 704+1,e:WENT I 
YU 30 COLOR 1 
EL 40 POKE 704,0 
MT ©0 fIHE=280B 

GH 200 DATA 1.9,1., 2,1,0 ,-1,3,2.1,1,4,2,0, 
— 7,1,2, ,9 , .5^ ,1,7, . 6 , 

2 , - . 3 

AB 210 DATA 2.2,0*3, 2,1,-.3 

GV 240 F=F +1:IF F=13 THEM GOTO FIRE 
DK 250 RESTORE 200:FOR 1=1 TO F:READ H,Hi 
KENT I:RESTORE lOOOiTRAP 000 
OH 3O0 READ H , Y i Jf-INT CH»HJ l Y-I NT CY*Z*HJ 
AH 310 PLOT 40+H,19G-V:C=C+i:IF Oifl THEN 
C = 0!N=N+1: IF N>9 THEN N=1 
JY 330 COLOR N 
ON 340 J=J+1 
MM 350 GOTO 300 

BJ 000 TRAP 400OO l IF PEEK (1051 <>0 THEN 7 
"ERROR "iPEEKCiSSJ j "LINE* 1 ; PEEK C1B71 *25 
0+PEEK 11863 :END 
Hff 0O5 N=1:C=0 
NR 010 GOTO 240 

HD 100O DATA !,1,1,2,1,3,1,4,1,5,1,6,1,7, 
1,0,1,0,1,10,1,11,2,11,1,12,2,12,2,13 
5N 101O DATA 2,14,2,15,2,10,2,17,2, IB ,2,1 
5,3,20,3,IS,2,20,3,21,3,20,3,21,4,22 
Qtt 1020 DATA 4,23,4,24,4,25,5,22,5,23,5,2 
4,5,2 5,5,26,0,27,6,26,5,27,0,20,6, 20,6 
,30,7,20,7,20,7,30,7,31,7,32,0, 31 
LA 1030 DATA fl,32,0,33,0,34,0,33,*,34,9,3 
5,10,35,10,36,11,36,11,37,12,37,12j 36, 
13,30,13,30,14 

FP 1035 DATA 39,15,39,3,22,3,23,16,3 
AW 1640 DATA 10,30,20,39,15,40,16,40,17,4 
0,10,40,19,38,20,30,20,37,21,30,21,37, 
22,36,21,36,22,35,23,35,23,34,23,33 
FF 1050 DATA 24,33,24,32,24,31,25,30,25,2 
9,25*20,26,26,26, 25,27,23 
GP 2000 FOR Z=1 TO & 

DZ 2005 FOR 1 = 0 TO 0 STEP ^1 SPOKE 706 +1,P 
EEK C705 + I> !NEHT I 
WM 2*10 FOR 1=1 TO 15SNEHT I 
DT 2020 A=A~2+16*CA-0> 

KM 2030 POKE 705,C0K16+AJ 
MY 2035 NEHT Z 
UH 2037 B —0 +i—16* Cfi = 15J 
HT 2040 POKE 77,0!GOTO 2000 



DATABYTE 


THE GRAPHICS 
ART DEPARTMENT 




The GAD is the most powerful, most versatile 
graphics design program available for the Atari Home 
Computers. Its sim plicity of use makes it a joy for 
people of all ages to paint with, It has more than 30 
different commands. 

An incredible 128 different colours can be used in 
any one picture. A three stage Zoom feature allows 
on the ability to do very detailed and intricate work 
Other features include the use of text in yuur 
pictures in several different sizes. Velocity' draw 
mode. Hid ipse dmiv. Circle draw, Triangle draw, 
Kaleidoscope draw. Square draw and Ray line 
draw are but a few of the drawing features available. 

Invert Rotate / Mirror / Flip and a Move feature 
make for easy design. The move feature allows one to 
move any part of the picture to the location of their 
choice, You can use the 40 paint brushes available or 
create your own and save them to disk. Edit character 
allows pattern paint, fill mode and Rainbow special 
effects make the GAD the best graphics program 
available for your Atari. If you own a printer you can 
obtain a printout of your creations. The GAD works 
with alt printer models, You can use pictures created 
with the GAD in your own programs, software etc, 
There have been several graphics packages, hot 
none that satisfied all your needs. Now, at last, the GAD 
has arrived. Don't believe us. see for yourself. You' ll he 
amazed. 

Disk £23.95 - available NOW. 

COMING SOON 

ARCADE CONSTRUCTION SET 

AT A STORE NEAR YOU 
AVAILABLE NOVEMBER 1985 

LOOK OUT FOB OUR ADVENTURE SERIES 
AND STATE OF THE ART ARCADE GAMES 

DATA BYTE products are available from: 

SILICA SHOP 01 80S till 
SOFTWARE EXPRESS 021 884 5080 
A. S.WOOTTON & SONS 0270 214118 
SILICON CHTP LTD 0753 70639 
PEATS ELECTRONICS IRELAND 01 749072/3/4 
MICROBYTE 051 630 6933, 

DATASCAPE 01 723 0562, OR DEM, SUNARO and 
other good computer shops, 

If you have any problem obtaining any of these 
products then you can order direct. All cheques, P, O.'s 
should be made payable to DATABYTE 

Post to: 

DATA BYTE, Suite 3IV, Grove Terrace, I lichgate 
Road London# JVW'5 1PL Telephone 01 482 
1755 
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Grand Prix II is a one or two player game requiring 
joysticks to race your caps) against the fourteen cars 
controlled by the computer. You have a plan view of the 
track with safe cornering speeds shown on the inside of 
each bendL You wilt have to exceed these speeds to win 
but if you take a bend at a speed in excess of 30 m, p. h, 
above the safe speed your speed will reduce to the safe 
bend speed simulating a skid, and your tyres' life will be 
reduced. Fuel and tyres are reduced as the game pro¬ 
gresses, If the tyres reach 10 you have to keep to safe 
cornering speeds. Reduce your tyre strength toO and you 
will be wiped off screen and take no further part in the 
race. The same applies if your fuel reaches 0. 

Player one’s speed, tyres, fuel, and current lap will be 
shown on the bottom left of screen, with the same 
information for player two on the bottom right. Above 
players two’s position and lap readout,* PQS— will show 
the position of each car as it passes the finishing line 
during the race so you can see exactly which cars are the 
leaders. If a down facing arrow is shown the last car to 
pass the line was a back marker (lower than 9th place). 
You can access pits on any lap (but not along starting 
straight} and race from 5 laps and up to 30. 

The cars are capable of around 230 riLp.h with slip 
streaming but this depends on each cars engine perfor¬ 
mance, At the start of each race each car receives if s top 
speed capability and if s accelerating capability, which 
will not change during that race, then it will receive tfs 
position on the grid. The minimum top speed allowed for 
each car is 160 m.p.h. You accelerate by pressing fire 
button, decelerate by releasing button and brake by 
pulling joystick back. 

Player one’s car is yellow, player two’s black. Pressing 
the *X* key at any time during race will pause the action 
and erase the yellow (player one) car. Press any number 
key to continue the race and then computer car No,14 T s 
condition is shown in place of player one’s. Note that 
player two (black car) will be erased automatically by the 
computer if the fire button on joystick 2 is not pressed at 
start of race, after this It cannot be taken out of race 
unless forced by lack of tyres or fueL You can, if you wish, 
take no part in the race and just sit back and watch the 
computer cars compete. When you erase either player or 
both the computer will use that player’s colour for some 
of its cars. 

At the end of the race the FINISHING RESULTS screen 
will appear and will list the driver’s finishing positions, 

COMPUTER CARS 

Yellow computer cars are driven by the most experi¬ 
enced and have the better chance of the faster cars. The 
driver’s experience and car performance then reduce 
through blue then red to the most inexperienced, and 
least likely to receive a hot car, represent by black. 
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REQUIRES 48 K 


by Chris Darkes 

SPECIAL KEYS 

X Exit yellow car * * 

S Pits for player one 
P Pits for player two 
SPACE Pause** 

ESC Terminate race 

“ Note, Press number keys to resume after these key 
strokes, 

SPECIAL SCREENS 

From original screen (FINISHING RESULTS) you can 
access a DATA CHANGE SCREEN by pressing*D\or you 
can access the NAME CHANGE SCREEN by pressing 
‘ISF, 

DATA CHANGE SCREEN 

With player one's joystick select race length (default is 
20 laps) then press fire to input new selection, and 
continue through this screen changing whatever default 
settings you wish, they will stay at your new set values till 
you access this screen again when they will revert to 
default On this screen you can change laps, visual speed 
(cars will appear to go faster to if s actual speed, effect¬ 
ively making th e tra ck seem longer or s horter to the cars), 
computer cafs handicap (higher the setting the less 
competitive they will be), and player cine and player two 
handicaps (works the same way as computer handicap to 
allow different skilled player’s to compete on a equal 
chance of success). 

NAME CHANGE SCREEN 

Press *E T to cycle through driver’s numbers and names 
Player one is car 15 and player two is car 16. When you 
have the desired name, change letters with player one’s 
joystick and by pressing ( E the changed name will be 
entered into memory. Press 41 ESC to exit screen. 

If you would like to have a permanent copy of Grand 
Prix IT with the changed names just load game in the usual 
way and press ‘N for the screen, alter names then press 
‘SYSTEM RESET and save to tape using the cassette save 
routine (Listing?) or to disk by saving locations® 5 COO to 
$9 COO, Run address is at location $7000. Note. You must 
not race and then save the game. 

























































































GRAND 1 PRIM II 
by Chris oarkes 
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Four parts - Listing 1 


BK 


HR 

vr 


LL 

LK 

en 


FB 


HK 

PR 

HP 


FZ 


HD 


MO 


OH 

JtK 


ZM 


HP 


05 

CK 

MU 


LF 


18 REM 5AUE ll D:GRAMPftlM . J. 

II REM 

SB ? CHftSfmj;? "Cassette CO J or Diskt 
li M ;ilNPUT TYPEiPOKE 1792,TVPE:? CHRS 
(1251 

LOO TRAP 150}SCREEN-553 l POKE SCREEN r 8 1 
MEM=23G51iLIN=0!RESTORE 1090 
110 FOR 1 = 1 TO 25 SREAD A 

115 DATLINE = PFEK (1931 +256*PEEK (194) : LI 
H=DATLIME-1900 

120 POKE MEH+CLXNM251 +x J ft:NEMT I 
110 GOTO 110 

150 POKE 555,34;IF PEEKC195><>6 THEN 7 
■'•(□ERROR - CHECK TVPING 11 1 END 
200 IF PEEK C17927 THEN RUN "DiGRANPRIH 
. 2»* 

210 CLOAD 
555 END 

1000 DATA O,B,0,O,0,9,O,O,0,24j 24 j £4,2 
4,0,24,0, 0,102,102,102,0,0,0,0,0 

1001 DATA 102,255,102,102,255,102,0,24 
,52,55,60,6,124,24,0,0,102,100,24,40,1 
02,70,0,29,54 

1002 DATA 29,56,111,102,55,0,0,24,24,2 
4,9,0,0,0,9,14,29,24,24,25,14,0,0,112, 
56 

1003 DATA 24,24,59,112,0,6,102,50,255, 
50,102,0,0,0,24,24,126,24,24,0,0,0, 0,0 

, 0 

1004 DATA 0,24,24,40,0,0,0,126,0,0,0,0 
,0,0,0,9,0,24,24,0,0,6,12,24,49 

1005 DATA 56,64,0,0,50,102,110,110,102 
,50,0,3,24,56,24,24,24,126,0,0,60,102, 
12,24,40 

1006 DATA 126,0,0,126,12,24,12,102,60, 
O, 0,12,20,60,109,126,12,0,6,12 6,56,124 
,6,102,60 

1007 DATA 0,0,60,55,124,102,192,60,8,0 
,126,6,12,24,40,49,0,0,60,102,60,102,1 
02,60,0 

1000 DATA 0,60,102,62,6,12,56,9,0,0,24 
,24,0,24,24,0,0,0,24,24,0,24,24,48,6 
1095 DATA 12,24,40,24,12,6,0,0,0,126,0 
j 0,126,0,0,56,4 8,24,12,24,40,96,0,0, 60 

1010 DATA 102,12,24,0,24,0,0,60,102,11 
©,110,96,62,0,0,24,60,102,102,126,102, 
0,0,124,102 

1011 DATA 124,102,102,124,0,0,60,102,9 
6,96,102,60,0,0,120,108,102 r 102,109,12 
O,0,6,126,96,124 


HP 


1012 DATA 96,9-6,126 , O , 9, 126, 96,124,96, 
96,96,0,0,62,96,96,119,102,62,0,0,102, 
102,126,102 

1013 DATA ±02,102,0,0,126,24,24,24,24, 
126,0,0,6,6,6,6,102,60,0,0,102,108,120 
,120,100 


FS 


VL 


5T 


CB 


5G 


MB 


SB 


MF 


PA 


RL 



,102,109,54,0 

1019 DATA 0,124,102,102,124,109,102,0, 
0,60,96,60,6,6,60,0,O,126,24,24,24,24, 
24,0,0 

1017 DATA 102,102,102,102,102,126,0,0, 
102,102,102,102,60,24,0,0,99,99,107, 12 
7,119,99,0,0,102 

FP 1018 DATA 102,60,60,102,182,0,0,102,10 
2,60,24,24,24,0,0,126,12,24,40,96,126, 
0,0,30,24 

1019 DATA 24,24,24,30.0,0,64,96,48,24* 


1021 DATA 24,24,24,3,3,3,3,3,3,3,3,24, 
24,24,248,240,0,0,8,24,24,24,249,248,2 
4 

1022 DATA 24,24,0,0,0,248,249,24,24,24 
,3, 7,14,29,56,112,224,192,192,224,112, 
55,28,14,7 

1023 DATA 3,1,3,7,15,31,63,127,255,0,a 
,0,0,15,15,15,15,120,192,224,240,240,2 
52,254,255 

1024 DATA 15,15,15,15,0,0,0,0,240,240, 
240,240,0,0,0,0,255,255,0,0,0,0,0,B,O 


JL 


KF 


1025 DATA 0,0,0,0,0,255,2 55,8,0,0,0,24 _ . 

0, 240,240,240,9,20,28,119,119,0,29,0,0 

1026 DATA 0,31,31,24,24,24,0,8,0,255,2 f 


HH 


DA 


MC 


NP 


55,0,0,0,24,24,24,255,255,24,24,24,0,0 
, 60 

1027 DATA 126,126,126,60,0,0,0,0,0,255 
,255,255,255,192,192,192,192,192,192,1 
92,192,0,0,0,255 

1028 DATA 255,24,24,24,24,24,24,255,25 
5,8,0,8,240,240,240,240,240,240,240,24 
0,24,24,24,31,31 

1029 DATA 0,0,0,120,96,120,96,126,24,3 
0,0,0,24,60,126,24,24,24,0,0,24,24,24, 
126,60 

1030 DATA 24,0,0,24,48,126,48,24,0,0,0 

,24,12,126,12,24,0,0,0,24,60,126,126,6 
0,24 0 


DISK USERS 


1. Type each listing, check it with TYPO and sa^e to disk using the 
filename shown on line 10 of each listing 
2 Switch off and re-boot your machine 
3, Type RUN "DiGRANPRDCr 

4 When you see the 'finished' message type DOS and choose 
option K- BINARY SAVE 

5. DOS 2.0 or 2,5 users type GROBJ,5COO,90)0.7000 and 
press RETURN. 

6. DOS 3.0 users use filename: GP.GBJ, Start address 5COO, 
End address: 7OX), Run address: 7000. 

7. Type in the loader program (listing 5) and SAVE to the same 
disk using filename LL D: GRAN PR DC BAS". 

8 To run program type RUN "DiGRANFRlXBAS". 


CASSETTE USERS 


1. T ype in eac h li&ti ng, check it wi th TYPO and CS AVE to c a ssette 
with each listing following the last 

2. Switch off and re-boot your machine. 

3. Rewind tape* CLOAD and RUN the first program. 

4. As buzzer sounds, CLOAD and RUN remaining programs until 
the ‘finished 1 prompt appears. 

5. Without switching off the machine, type in the cassette loader 
program (Listing 6) and CSAVE it to a new tape. Leave tape in 
position. 

6. Type in the cassette save program {Listing7) and RUN it When 
signalled with 2 buzzes press RECORD and PLAY arid hit 
RETURN. 

7. Rewind tape CLOAD first program and RUN it. Leave PLAY 
button pressed and hit RETURN when you hear the buzz. 



If you have problems running the game from cassette try POKE 
742,91 after po we r up a nd before t he first load or tty ty pi ng G.40 
after the game lias loaded. 
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Krt 


QU 



JR 


JR 


yc 


WT 


DC 






1031 DATA 

96, .124, 102 , 102 , 124*0,0 ,0*60,96,96, 96,6 
OjO 

1032 DATA 8,6,6*82,102*102,62,0,6,0,60 

,102,126,96,60,0,0,14,24,62,24,24,24,0 

,« 

1033 DATA 0,62,102,102,02,6,124,0,96,9 
6,124,102,102,102,0,0,24,0,50,24,24,60 
,0,0,0 

PR 1034 DATA 0,6,6,6,6,60,0,96,96,106,120 
,108,162,0,0,56,24,24,24,24,60,0,0,0,1 
82 

lO 1635 DATA 127,127,107,99,0,0,0,124,102 
,102,102,102,0,0,0,60,102,102,102,60,0 
,0,0,124,102 

Cfl 1036 DATA 102,124,96,96,0,6,62,102,102 
,62,6,6,0,0,124,102,96,96,96,0,6*0,62, 

96.60 

2Z 1B37 DATA 6,124,0,0-24,126,24,24,24,14 
,B,0,0,102,102,102,102,62,0,0,0,102,1© 

2.162.60 

EP 1036 DATA 24,0i0,0,99*107,127,62,54,0, 
0,0,182,60,24,60,102,0,0,0,102,102,102 
,62,12 

1039 DATA 120,0,0,126,12,24,46,126,0,0 
,24,60,126,126,24,60,0,24,24,24*24,24, 
24,24,24 

1040 DATA 0,126,120,124,110,102,6,0,0, 
24,56,120,56,24,3,&,16,24,20*38,20,24, 
16,0,112 

1041 DATA 112,20,64,96,2,2,2,2,2,2,2,2 
,2,2,2,2,2,2,2,2,2,2,2,2,6 

1042 DATA 6,6,6,65,0,96,0,0,0,0,0,0,0, 

0,®,0,&|8,0J 

1043 DATA 0,0 , O, 0 * 0 * O, O , 0 * ® r O* O , O, 0,38 
,41,46,41,51,40,41,46,39,0,46, 47 

KI4 1044 DATA 51,41,52,41,47,46,51,0,8,0,0 

T5 1647 DATA 8,O,8,0,0,0,6,8,6 * 0 j®,°®* 0 ' 
0,17,115,116,0,6,0,8,0,8,0 
IL 1049 DATA 0 * 0,0 , O , 0, 10 f H®, I®0 * 0 * ® * 0 j ® 
,0,0,0,®,0,0,0,0,0,0,0,®,0 
RE 1050 DATA 0,0, 0, 0 , Q * 0, 0, 0 * ° - 0 ■» 0 ' °■* 0 * 101 * 
0,8,0,0.8,0,19,114,100,8,0 
DT 1052 DATA e f e,fl ( 0j®,®i8ffl*8,8,20416,i 
04,0,0,0*0,8,0,8,0*0,0,0,0 
DM 1854 DATA 21,116,184*0,0,8,0,0,8,0,0,0 
,6,0,0,0,0,8,0,0,0,0,0,0,0 
J& 1B55 DATA 0*0,0,0,8,010,0,0 ,®i0p 0 ,°*®i 
0,22,116,184,8,0,0,0,0,0,8 
PL, 1057 DATA O,0,®,®, 0 ,23,116, 1®4,0* 0,O,O 
,0 r 0,. 0,0,0,0,0,8,0,0,0,8, 0 
KK 1056 DATA 0,0 * 0,0,0,®,O#®,8,8,0 P 8,O,0, 
0,0,0,0,0,0,24,116*104,0,0 
05 i860 DATA 8,0 f 0,8,8,8,0,8, 0 , 0 p25,116,1 
04,0,0,0,8,0,0,0,0,0,0,8,® 

JH 1061 DATA O,0,fl,8,0,8,0,O,0,8,O,0,0,0, 
8,0,0,0,0,0,0*0,®* 8 * 17 
E2 1062 DATA 16,±16,104,8,0,O,0,8,«r0 j 8, 0 
,0,0,0,0* 0,0,0,0,8,0,0,8,® 
a* 1063 DATA 0*0,0,0,0*8,0,0,8*8* 0 r8,8*8* 
17,17,116,104,8,8,O,0,8,0,8 
HO 1865 DATA 0*8,0,0,17,10,116,104,0,0,0, 
8,0,0,0*0* 0,0*0. 0,0,8*0,0,8 
Lf 1066 DATA 8,0,®, 0 * 0,8, 0 - 8,6* 0 * 0 * 8 *°* 0 * 
8,0,0,8,0,17,19,116,104,8,8 
UG I860 DATA 0,0*0,0,0*0,8*0,0*17,20,116, 

104 * 0*0,0,0,o,0,0,0*0,0,0*0 
K5 1069 DATA 0,0,0,0*0,8,0,8,0,0,0,8,0,8, 
0,0,8,0,0*0,8,0,0*0,17 
CM 1078 DATA 21,116,104,0,0,0*8,0,0*0,0,0 
,0* 8*6,0,0,0,8,8,0*0* 0,0*8 
KQ 1871 DATA 0,0,0*8,0,0*0*8,O,O*8 j 0,0*8* 
17,22,116*184,e*8,0,0*0,8,0 
1076 DATA 0,0,0*0*0,0,0*8,112*114,101, 
115,115,0,115,116,97,114,116,8,116,111 
,0,114,97 

JH 1877 DATA 99 ,lOl* 8 ,0,O,0, 8 ,0 * 8 * 0 ,0,8 * 0 
t 0,g j 0* 0,0,0*8,0,0*0* 8, 0 


DG 


YK 1878 DATA 8,O*8,183,176,169,180,ISO*16 
5,174,0,162,165,0,0,0,0*8*0,0,8,0,227, 
232,242 

MV 1879 DATA 233,243,0,220,225,242*235,22 
9,243,0,8#8*0,0,0,0,8,O* 0 ,®!®,O*®* 0 * 8 
HZ 1133 DATA 0,0,0,112*112,112,68,40,135, 

4,4,4,4*4,4,4,4,4*4,4,4,4,4,4*4 
KF 1134 DATA 4,4,4,4,4,4,4,15,2,2,65,0,13 
5,e*8,0,0,0,0,®,132,87,99,87,67 
TA 1135 DATA 235*87,07,235*87,87,235*37,8 
7,107,87,87,107,87,87,187*87,87,187,89 
,87,87,87 *87*87 

LJ 1135 DATA 87,87,87,87,87,86,91*0*8,132 
,85,66,87,87*235,67,67,235,87,67,235,8 
7,67,107,67 

HU 1137 DATA 87,187,67,87,107,87*87,107,8 
7,89,67,67,87*87,87,87,87,67,85,66,85, 

86*91,0,87 

AL 1138 DATA 67,140,0,0,0,8*0,0,0,8,0,0,0 
,0,0,5,84,1,0,8,0,0,0,0*0 
OH 1139 DATA 0,0,0,0,0,8*0,113,115,122,3, 
87,86,8,87,86,113,114,122,8,0,0,0,0,4 
PH 1140 DATA 64,84,84,&4,84*84,1,0,O,O*8, 
4,86,87,87,87,67,87,87,87,87,86,91,0,® 
¥G 1141 DATA 0,87,87,0,87,67,0,0,0,0,0*0, 
0,4,83,84,1,0,0,®,0,0,O*®* 0 
ED 1142 DATA 4,86,85*87,67,37*87,67,87,87 
,87,87,86,91,8,0,87,87,0*87,87,0,0,®,® 
PO 1143 DATA 0,0*4,63*84,1*0,0,0,0,0*0,0, 

0 * 4,87,87,1,® * 0,0 * O,O * 0,0 
PA 1144 DATA 0,3,85,86,91,0,87,87,0,87,87 
,®,0,0,0*0*4,63*84 * 1,0*0,6,0*0 
«£ 1145 DATA 0,0,0,4,87,87,1*113,116,122* 
0*0,0* 0,113,117,122,3,67,86, ®,87,07,O* 
87 

22 1146 DATA 87,0,0,0,0,4,83,84,1,0*0,0,0 
,0,0,0,0*4*87,07,l,0*0,0,0 
Jf 1147 DATA 0,0,0,0,0,0*0,0,87*87*0,87,8 
7,0,87,87*0,0,0,4,03,84,1,0,0 
tsR 1148 DATA 0,0,0,0,0,0,4,87,87,1,0*0,®, 
0,4,86,86*86,66,91*0,6,0*87, 87 
B® 1149 DATA 0*87*87,0,87*87,8,0,4*83,84, 
1,0,0*0*0,#,0*0,8,4,87*87,1,0 
2J ±150 DATA 0,0,0,4,87,87*85,87,86*66,0, 
0*0,87,87*0*87,07,0*87,07*0,4,83,04 
HP 1151 DATA 1 * 0,O,O,O* 8,0,O*O,4 * 87*87,1, 
0*0*0*0,4,87*86,1,0*9*87,86 
UC 1152 DATA 0*0*0*87,87*0,87,87,0*87,87, 
4,83,84,1,0,8,0*B*«,0,0,0,4,87 
MO 1153 DATA 87,1,0,0,0,0,4*87*87,1,118,1 
22,4,87*86*0,0,0*87,87,0*87,87,8,87 
H5 1154 DATA 67*86,84,1*0*0,0,0,0*6*0,0,4 
,87*87*1,0,0*0,0,4*87,87,1,0 
AR 1155 DATA 0,4,87*87,1,0*0,0*87,67,0,87 
,87,0*86 * 87,84,1,0,8,0*0,113,118,122 
00 ±156 DATA 0*4,67,87,1,0,0*8*0*4,67,87* 
1*8,0,4,87*87,1,0*0,0,0,87*87 
LH 1157 DATA 0,87*87,0,86,85,7,118,122,0, 
8*0,0,0*8,4,87,87,1*0,0*0*0*4*87 
HK 1158 DATA 87,1,0*0,4,87*67*1,0,0,0*0,8 
,87,87,0,87,87,0*86,07*86,86,87,87 

TT 1159 DATA 87* 87,67 * 87,87,85,87* 1,0,0,0 
,0* 4*87,87,1*0,0,4,87,87,1,0,0*8 
Hv 1168 DATA 0,0,0,87,87*0,87,S7,0*131,06 
,87,87*07*87,07*87,67,87*87,86,1,0*0,0 
RC 1161 DATA 0*4,87,87*1*0,0,4,87*86,1,11 
6*122,0,0,0,120,122*87,87,0,87,87,0,0 
MH 1162 DATA 0*0,0,0,0,0*0*0,0,0,0,0*113, 
122,122,4*87,67,1,0,0,4,86,87,1 
ZH 1163 DATA 0,0*0*0,0,0,0,10,87,86,0*87, 
87,0,0,0,6,0*0,0,0,0,0,0,0 
HP 1164 DATA 0,0,0*0*4,87,87,1,0,0,0.86,8 

6,85,06,87,87,87*87,67,87*87,05*66*86 

HU 1165 DATA 8*87,87,0,0,4,66,87*87,07.87 

*87,87,87,67*87,87*87,87,65,86*1,0,0*0 
JV 1166 DATA 0,3,66,86,07,67,87*87,67,87, 
87,87,66*86*1,0,67*87,0,4,86,87,67,87, 

87 

ai 1167 DATA 87,87,67*67,87*67*67,87*87,8 














6 J i I 0 ( a I B ( B,o J e f 0 f 0 J 0 1 0 r 0 f n ( o,e 
TQ ±166 DATA 0*Q r 113,116*122*4,87,85,0,06 
185,7,113,113,122,0,6,6,0,0,0,0,0,0,0 
YK 1165 DATA O,O,O,0,O,0,O,0,O,e,0,o,0,0, 
8*0,0,0,0,10,85,66,1,0,3 
TC 1170 DATA 87,87,66*87*87*87*87,87*87,8 
7,87,87*37*87*87,87,87,87,87,87*87,87* 
07,87,07 

(1C 1171 DATA 87,07,07,87,87*87*07,07,87,® 
7,08,1,0,0,8*3,07,07,87*87,87*87,87,07 
*87 

R¥ 1177 DATA 87,07,07,07,87,87,07,07,87,8 
7,87,87,07,07,87,87,87*07,07*07,87,87, 
87*87,00 

U0 1173 DATA 1,8*0*0,0,0,16,0,0,0,0,0,8,® 
,0,0, 0,0,0,0,0, ft , 0*0* 0 


El 1 REM 

0H 2 HEM ** GRAND PRIX II - Lib FI MG 2 * 

EK 3 REN mmmm h mmmmk mmnm mkmm m mmhmmwmmkkkm: 

MR 9 REN 

CM 18 REM SARE ,t D : UNANFRIK . Z 
BA 11 REN 

GG 100 TRAP 19 0!SCREEN-559 1 POKE SCREEN, 0 : 

MEM-27901iLIN-6:RESTORE 100® 

HX 110 FOR 1=1 TO 25! READ A 

VF 115 l>RTLINE —PEEK Cl831 + r 256*PEE i K Cl841 ! LI 
N-DATLIMt—1000 

LL 120 POKE MEN*CLINK25)+1*AiNEXT I 
LX 130 GOTO 110 

BM 190 POKE 559,34:IF PEEKC1953<>6 THEM 2 
■■^□FRROR ~ CHECK TYPING 11 ! EMB 
GP 200 IF PEEiefl792> THEN RON *'D: GRRNPRIK 
,3” 

HK 218 CLUAD 
PR 999 END 

GZ 1800 DATA 0,0,0,8,0,0,0,0,O,0,e,0,0,0, 
0*0*0,0,51,29,16,16*16,0,0 
IIP ±001 DATA 0,0,0,0,8,0*0*0,0,0,0,0,04,5 
1 j 29 * ±6 * ±6*16,0,0,0,8,0*0,0 
TO 1002 DATA 0*0,40,47,51,29*0*0,02,29,0, 
0,0,38,29,0*8*0*48,29,0*0, 0,44,29 
OP 1003 DATA 0,0,87,52,29,8*0*0*38,29,8,0 
*0,48,29,0,0,0*44,29,0,0,0,0,8 
HP 1810 DATA 0,8*0,0*0,0,0,0,116,116*116* 
116,116, 116* 116* 116,116, J, 16, ±16 *116,11 
6*116,96,96,0 

CO 1014 DATA 0*0,0,0,128*128,120*128,128, 
128,128,128*128*120,128,120,120*128,12 
8,128,0,4,8*10,13 

OT 1015 DATA 16,17,18,19*20,28,30*32,34*3 
2,32,8,8,8,0*0,0,0,0,0,0,0,0*0*0 
OJ 1016 DATA 0*0,0,0,0,0,0*0,0,0,0,0,0*0, 
0*0,0*0,255,2 54 * 252*251,249,240,246 
MD 1017 DATA 245,243*242,240*239,237,236, 
234,233, 0, 0* 0 , O, O, 0,0* 0,0, 0* 0 , O, O, 0, O, 
0 

TW 1019 DATA 8,0,e,0,0,0,0*0*0,4,6,0,0,0* 
0*0,0*0,0,8*0,O,0,2,2 
JN 1020 DATA 2*2*2,2*2,2*2,2,2,2*2*2,2,2, 
0*0*0*0*0,0*0,0*0,0,0 
014 1021 DATA 0,0,0,8*0,65,104*62*101*59,9 
3,50,95,53*92,50*09,47,66,44,83*135, 13 
5,135 * 135 

8T 1022 DATA 135*135,135,135,135,135*135, 
135*135,135,135*135,87*87,87j®7* 87,87* 
87,87,87,87,07,87*87 

YK 1023 DATA 87,87,87* 0,8 *®* 0,8,O,8,8,0*® 
*0,8,0,0,8,8,8*0 *0,0,0,0 
OZ 1025 DATA 8 * 0 * 0 , 8 , 0 , 0 * 0 , 8 ,8,0,0, 0 , 0 , 0 , 
0*e*e r 0,0,0,0*0,0,0,2 
DZ 1826 DATA 5,0,21*0*0,0,0,0,130,140,116 
* 180,60*48*80,150 * 160,160,60,12®,248,1 
20*240*0,8 

FE 1827 DATA O*8,0,6*0,8,8*0, 0 , 0 ,8,6,6,0, 
0*11*20,35,15,12*10*9,13,10,12 
GF 1028 DATA 18,13,23,0,8*0*0*0,8,0,0,0,0 


ZO 

CP 

BE 

IB 

JD 

CF 

CC 

5K 

KN 

KF 

OK 

EG 

FO 

IZ 

5N 

SL 

18 

Ttl 

00 

HU 

HF 

BE 

EL 

MB 

YO 

AA 

XJ 


,8*6,0,0,0,8,0*8,6,0,0*8 

1038 DATA 8,8,0*0,7,7,7,7,7,7,7*7,7,7, 
7*7,7,7*7,7,169,0,141*48,2 

1831 DATA 141*1,210,141,5,210,169,96*1 
41,49,2,169,92*141,244,2,169*96,141,74 
,151,169,178,141,73 

1832 DATA 151,160,0,162*8,169,0,32,72, 
151*200*230,73,151,169,0,285* 73,151,20 
8*3,238,74,151,192 

1633 DATA ±6,289,233*232,224,16,240,19 
*168,8*173*73,151*24*105,24,141,73,151 
*144,215*238,74,151,76 

1034 DATA 35,112,169,96*141,74,151*169 
,170,141*73,151,169,1,141*129,141 * 160, 
8,204*130,141*240,63*185 

1035 DATA 224*141,10,10,10,18,178*169, 
0,132,232,32,72,151*2 38,73,151* 169*0* 2 
65*73*151,208,3,238 

1036 DATA 74,151,238*129,141,169*16*20 
5*129*141*208,2Z&*169*1,1*1,129,141*24 
,173*73*151*105,25*141*73 

1037 DATA 151,144,3*238,741151,208,284 
*130*141,208*193,174,31,268*202*169,35 

* 2 85,252,2* 208*3* 76,8 

1036 DATA ±14*169,58,205,252*2*208*3,7 
6,0*118*236*31*208,208,231*169*0*141,6 

5.151 * 169*105*141,66 

1039 DATA 151*169*0,141,73*151*169*135 
*141,74*151*32,64,151*32,72*151,238,65 
*151,169*8,205,65,151 

1040 DATA 208*3,238,66,151*238*73*151, 
169*0,205,73,151*208*3*238,74*151*169* 
142 * 205 *74,151*208*217 

1041 DATA 169,32*205*73*151*208,210*17 
3,32,111*141,74*151*72,160*0*173*10* 21 
0*153* 32*111*200,192,16 

1042 DATA 288,245*169*0,160*8*162*0,21 
7,32*111*248*17,200*192*16,208*246*100 

* 8*24*105,1,201,0 

1043 DATA 288,237,76,107*113,72,189,16 
,111*153,16*141,141,73*151,192*14,240, 
18*192*15* 240,19,192,6 

1044 DATA 48*5,169,105*76,93,113,169*2 
33* 76*93,113,169,97*76,93*113,169*64*2 
4*109,240*148,32*72 

1845 DATA 151,232*104,76,37,113,168*0* 
168 *0,104,153 * 3 2*111 * 200*192,16 * 208*24 
8,169*152*141,244,2*169 

1046 DATA 0*141*48*2*169,8*141*8*210*1 
33,8,16 9*3,141,15,210,169,135,141* 49,2 
,160,0*173,18 

1047 DATA 210,74,74*24,121,96*140,153, 
96*140*200,192*16,208,239,160*0*173,10 
,218,74,74,74*24,121 

1048 DATA 112*148,153*112,140,200,192* 
16,208*238*208,217,162,0,169,37*141*1, 
210,169* 36,141* S,216*169 

1049 DATA 255*141,8*210*141*4,210,169* 
140*133,20,164,19,200*196,19*208,252*1 
69,255,141,252,2,32*32 

1050 DATA 142,76,0,112,8,0,0*0,0,0,0*0 
,0,0*0* 0,O r 0,0,0,8,0*0,0,0 

1051 DATA ®*0,0,0*e*0,O,169*O,141*48,2 
,141*129,141,169,129*141*49*2,169,224, 

141.65.151 

1052 DATA 169,±32 * 141,66,151,162,8 * 160 
,0,169,±6*141,61,129*±69*16*±41, 60 *129 
*185,0,132,157,65,129 

1053 DATA 157,105*129,200*232,224*16,2 
08* 241,173,105,129* 141,129* 141* 238,61, 
129,169,26,205,61*129*208,8 

1054 DATA 169,46,141,61,129,238,60*129 
,162*8*169,28,265,252,2*208,3,76,0,112 

* ±73,120,2,201*11 

1055 DATA 240*18,281*7,240,24*201,14*2 
48,36,201,13,240,59*173*129,±41,76,19© 
*114,202,224,255,208*12 

1856 DATA 162*15,76*130,114,232,224,16 

* 20S,2,±62*0,10 9,105*129,141*129,141,7 











KB 


TH 




ME 


DY 


DM 


J5 


CK 


6,l?Q,ll4 f 238j129,141,123 

OH 105 7 DATA 129, 141,201, 1 * 268, 5*16 9, 3 3,1 
41,129.141*201,59*200,32*169*0*141,129 
,141,76,190,114,200,129 

1058 DATA 141,173,129,141,201,255,208, 

5,169,58,141,129,141,201,12,208,5,169, 
0,141,129,141,24,105,120 

1059 DATA 157,105*129,141,12 9,141,165 * 
20,24,185,2,197,20,208,252*173,129,141 
,24,105,128,157,105,129,141 
I860 DATA 129,141,155,20,24,185,7,197, 
20,208,252,169,6,205,132,2,208,14,232, 
224,16,240,19,189*105 

1061 DATA 129,141,129,141,76,76,114,16 
9,42,205,252,2,240,3,76,78,114,169,255 
,141,252,2,224,2,144 

LH 1862 DATA 19,162,15,189,105,129,136,15 
3,0,132,202,224,255,208,244*152,24*105 
,16,168,192,0* 240,5,162 

1063 DATA 0,76,37,114*76,23,114,0,0*0, 

O*0*0*0*0,0,8*0,0,0* 0,0,0j 0,0 

1073 DATA 0,112,112,112,71,64,116,112, 
112,112,112,2,112,2,112,2,112,2,112,2, 
65,32,116,0,0 

1074 DATA 0,0,0,8,01.0,0* 0,0, 36*33,52,3 
3*0,35,40,33,46,39,37,0,51,35,50,37 

TT 1075 DATA 37,46.0,0,44,37,46,39,40*0,4 
7,30,0,50,33,35,37,29*0,0,0,44,33,48,5 
1 

HB 1076 DATA O,O,0,8,O,O,8,O,O,O* 8,0,O r 0, 
8,0* 0,0,0,54,41,51,53,33,44 

FU 1077 GOTO 0,51,48,37,37,36,8,29,0,0,0, 
o,8 r e,e, 0 , 0 ,i, 0 , 0 *0,0,0,8,0 
1878 DATA 0,8,0,0*0,0,0,0,0*35,47,45,4 
0,53,52,37,50,8,35,33,50*51,29,0,0 

1079 DATA 0,40,33,46,36,41,35,33,48*8, 
0,0,0,8,0*0,0,0,0,0*0,0,0,0,48 

1080 DATA 44,33,57,37.58,0,47,46,37,0, 
0,8,29,0* 8,0,40,33,46,36,41,35,33,48,8 
±081 DATA 8,8,0*0*8,8,0,8,8,8,0*0,0,0, 
48,44,33*57,37,50,0*52,55,47,0 
1082 DATA 0,0,29*8*0*0,40,33*46,36,41, 
35* 33,48,8,0,0*0,8*0,0,8,8,0*O 

EM 1085 DOTA 8,8,0,0,8,0,O* 8* 6,0,O-8,O,O, 
8,0,0*0* 0,0,8,105,7*197,28 

PJ 1086 DATA 288,252,173,132.2,201,0,288, 
177,142,138,111,76,0,112,8,8,0,8.8, 8,0 

i0,8,0 

1092 DATA 0.0*0,0,0,0,169,255,141,252, 
2,169* 32,141,48,2*169,116,141,49*2*169 
*0,141,148 

1093 DATA 116*141,180,116,141*220,116* 
141,4*117,169*16,141*108,116*169,18*14 
1* 99*116 * 162* 21 * 142,130,111 

1094 DATA 173,128,2,201,14,240*7,281*1 
3,248*29*76*187*110* 224*61,240* 45*232, 
238*180*116,169*26,205 

1095 DATA ±80,116*206,34,238,99,116,16 
9,16,141,108*116* 76*107*118,224*6*240* 
19* 202,206*100,116,10 9*15 

LG 1096 DATA 205,100,116,206*0*169,25*141 
,100,116,266* 99*116,165,20,24*185,7*19 
7,28*208,252,17 3*132* 2 

1097 DATA 201*8*208,177* 142,138*111*16 
9*19*141,146,116*169,5*141,136*111*173 
,120,2* 2 01*14,240*20,281 

1096 DATA 13,208*29*173*140,116*201*17 
,240 * 22,206,140,116 * 238*136*111,76*176 
,110.173,140*116,281*20* 2 48 

MW 1099 DATA 6* 238,140* 116 * 206,136 * 111 * 16 
5,20.24,105* 38,197* 20*208* 25 2*173,132, 
2* 281*0*208* 200*169,18 
E A 1108 DATA 141*180*116*160,168*173,120* 
2 *201,14*240,28* 201,13* 288* 2 9,173*168* 
116,201,16*240* 22*206,180 
OP 1101 DATA 116*200.208*280,76*239,118*1 
73 *180,116* 201*25,240*6,238*108,116*13 
6,136 * 136,165* 20*24,185*20 
FN 1182 DATA 197*28,288*252,173*132*2*201 


BU 


MJ 


EA 


GK 


ZA 


CB 


BV 


un 


KA 


DU 


08 


GH 


KG 


HO 


HP 


OH 


YK 


AD 


NC 


*0*288*200,140*226*142,169,160,56*237* 
226.142*141*12 9,141*169* 32 

1103 DATA 24,109*129*141,141*126,110*1 
41,127* HO. ±60 *0,173* 129*141,10* 141,12 
9,±41*169*128,56*237,129,±41 

1104 DATA 153*96*110*200*192*14,206*24 
2*169*16,141,220*116*172*126,110,173*1 
20*2* 201,14 * 240* 20 * 281 * 13 

1105 DATA 288*29,173,220*116*201*16,24 
0* 22* 206,220*116,280,200 *200,76* 94,119 
,17 3*228*116,281,25.240* 6 

1106 DATA 238*220,116.136*135,136*165. 
28*24,105*20,197* 20,206,252.17 3*132* 2, 
201.0,208* 200*148*126*110 

±107 DATA 173*228,116,56*233*16*141,12 
9*141*10*24*109,129,141*10*141*129,141 
* 169,125*56* 237*129*141,141 

1108 DATA 110*110,169,16*141,4*117,172 
,127*110*173,120,2,281*14* 240*20*281,1 
3*208,29*173,4,117*201 

1109 DATA 15*240,22*206,4*117*200*200, 
2O0* 75*158*119*173*4*117,201*25* 240,6, 
235,4,117*136*136*136 

1110 DATA 165,20*24,105,20*197*20,200* 
2 52*173,132,2,201*0*208* 200*140*127,11 
0*173*4,117* 56,233*16 

±111 DATA 141*129,141*10,24,189*129*14 
1,10,141*129*141,169*128* 56*237,129,14 
1*141,111*110.76*8*112*0 


El 1 REM mkmmkkkkmmmk h- hhmmhKKK H Hmkhmmmkh 
HP 2 REM » GRAND PRIH II - LISTING 3 * 

EK 3 REM HKMMMMHKHHHM-HHWHKHitH H HHHW - HMMKICH 
NO 9 REM 

DL 18 REM SAVE^DSGRANPRIK, 3 
BA 11 REM 

EU 188 TRAP 190JSCREEN-559!POKE SCREEN*0: 

MEM=32751!LIN-8!RESTORE 1080 
HH 118 FOR 1=1 TO 25SREAD A 

UF 115 DATLIHE-PEEK(1831+256#PEEK £1841 SLI 
M=DATLINE-1000 

LL 128 POKE MEM+CLIN*253+I*ASNEKT I 
LK 138 GOTO 118 

BM 190 POKE 559,34!IF PEEK€1951<>6 THEN ? 

"PSQEfiROR - CHECK TYPING" SEND 
ID 200 IF PEEK C1792J THEN RUN M D £ GRAttPRIK 
.4" 

HK 210 CLOAD 
PR 999 END 

JU 1000 DATA 8 *O* 0*0 *O p 0*0 * 0 * 8 * 0*0*0 * 0,0* 
0*8*169.152*141,244,2,169*0*141* 48 
JC 1001 DATA 2 * 169 * 0*141,8,218*133 * 8*169, 
3*141j15*210*169,13 5*141,49* 2*160,0*17 
3*10.210* 74,74 

CG 1082 DATA 24,121*96*140*153*96*140*200 
,192*16*285*239*160*8*173*10.210*74*74 
*24*121*112,148*153,112 
HM 1003 DATA ±40 * 280 * 192,16,208 * 239*2B5* 2 
10 * 162 * 0,169 * 37,141,1,210*32,32*142,0, 
O * O,0,0 * 0 , O 

AT 1810 DATA 0,0,0*0,0*0*0,0,8,0*8*0,8*0* 
0*8,0* 0*0,0,0*0*112*112,112 
CG 1011 DATA 112,71*32,129*112*112*2*112* 
2*112,112*112*112*2,2*112.2*112*112*11 
2*112,6,65*0*129 

85 1012 DATA 0,0,8*0*0,110*97,109*101.0,9 
9,104* 97*110*103*101,0*115* 99,114*101, 
101*110.0*0 

CC 1013 DATA 36*50*41,54*37*50*0*16,17*8, 
95,8*42*33*45*37*51*0,51*40,53*46*52*0 
*» 

0A 1014 DATA 0*8,0*8,0*0,0*0*0,0,0*8*0,0, 
0,35,40* 3 3,45* 3 9*37,8,52*47,0 
0Y 1815 DATA 95*0,42,33,45*37*51.8.51*40* 
53,46*52*0*0,8,0*0*0*0*0*0,0,0*0 
py 1016 DATA 8*8*0,0*0*8*0.0,0*53*115*101 
,8.106,111,121*115,116*105* 99*107,0*11 












6 ,ill,e 

Ofl 1817 DATA 99*164,97,110, I03*i0±, e^as* OC 
101,116,110,101,114,6,0,0,0,0,0,0,0,0, 
0,0,37 

TN 101S DATA 110,100,0,112,114,101,115,11 HIF 
5,0,102,105,114,101,0,116,111,0,105,11 
0,112,117,116,0,0,0 CA 

Ito 1019 DATA 0,0,0,0, 0, 0,0, 0,0,0,0, 0,0,0, 

40,114,101,115,115,0,37,0,116,111,0 6R 

Ml 1020 DATA 101,il©,116,101,114,O|lie, 97 

,109,101,0,8,0*0,0,0*0.0,0,0*0,0,0,0,0 mn 
«P 1021 DATA 48,50,37,51,51,6,101,115,33, 

0,52,47,0,37,56,41,52,0,0,6,O,0,0,0,o GL 

HU 1041 DATA 0,0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,42,33,45,37,51,0,51,40,53,46 KR 

VW 1042 DATA 52,0,0,0,0,0,51,52,37,37,59, 

41,46,39,0,45,47,51,51,0,0,0,42,47,36 TK 

YI 1043 DATA 57,0,51,40,37,37,36,37,50,0, 

O,0,0,42,47,40,46,0,51,48,53,50,52,37, LF 
37 

PM 1044 DATA 51,0,0,0,42,41,45,6,51,48,33 JP 
,50,43,0,0,0,0,0,0,0,42,33,*9,53,37 
AM 1645 DATA 0,52,46,37,38,37,37,52,0,0,0 LR 
,50,37,36,36,41,37,0,33,56,57,47,S3,S6 

, O PP 

LP 1046 DATA 0,0,48,37,43,57,0,39,50*33,5 

1,54,37,50,39,0,6,0,36,41,36,41,33,0,4 HT 
8 

WH 1047 DATA 53,44,47,54,33,0,0,0,0,33,44 LJ 
,33 * 46.0* 34,47 * 46* 37,5±,O* 0 * 0* fl* 0,0 
AK 1048 DATA 42,33,35,43,57,0,30,44,37,55 TJ 

,33,56,52,0,0,0,33,44,33,41,46,0,38,50 
,47 KH 

5Z 1649 DATA 51,52,0,0,6,0,0,46,37,44,51, 

4 7,46,O,4 8,41,35,43,37,52,0,0,0,46,41 
MT 1650 DATA 52,41,0,44,47,53,36,37,50,0, 

O,0,0,0,46,33,53,44,0,36,33,50,43,37,5 KD 

1 

ZH 1051 DATA 0,6,0,0,0,35,40,50,41,51,0,3 PM 
6,33,50*43,37,51,0,6*0,8,169,Oj 221,192 
*iV 1052 DATA 140,200,21,169,46,221,96,141 LI 
,176,14,188,64,141,200,264,138,141,246 
,5,169,200,157,192,140,169 MK 

0O 1053 DATA 0*133* 77 *221,240,131,240,16, 

157,240,131,173*10,210,74,74,74,74,24, EM 

105,8,157*40,140,186 

FM 1654 DATA 208*141,185,144,141,24,105*1 Z£ 
3,141,129,141,169,80,148,56*237,129,14 
1,176,6,169,0, 157,144*140 ZN 

P0 1055 DATA 96,141,129,141*100,80,140,18 

9*0,142,201*10,176,237,192*166,176, 15, TN 

192,130*176,10,192*100,176 
5£ 1055 DATA 5,201,5,176*221,10,10,10,18. 5V 
205,129,141,176*212,10*205*129,141*176 
,6,169,2*157,144*148 BO 

IK 1057 DATA 96*169,1,157,144,140,96,8*0* 

0,O,0,e,0,0,e,0,0,0,e,©*0,0,8,0 00 

LG 1050 DATA 0*0,0,0*6,0,0,0,8,0,0,0,0,0, 

0,0,0,0,0,0,0,0,0,0,8 BZ 

LI 1062 DATA 0,0,169*255,56,253,80,140*28 
1*95,144,16,201,155,144,6,56,233,128,7 
5,29,134,56,233,70 WK 

KD 1663 DATA 76* 29,134,24,105* 6*±0,201,30 

* 240,31* 201,61,240,27,281,92,248.23,28 BE 

1,123,240*19,201.154 

DU 1064 OArA 240,15*201,105*240,11*201,21 RO 
6,240,7,201*247,246,3,76,60*134,56.233 
*1,224*14*200*4*141 TU 

SM 1865 DATA 0,216*96,141,4,210*96*0*0,8* 

0.0.0,0,0,0,0 *0,0,0,0,0,0,0,0 U V 

MU 1072 DATA 0,0*0*0,8,0*0,0,112,112,112, 

66,48,135 * 4*4,4*4*4,4,4,4*4*4*4 
DC 1073 DATA 4*4,4,4,4,4,4,4,4,4*4*4,15,2 KH 
*2*65* 0*135,0,0*0,0,0,8,0 
00 1074 DATA 132,87,99* 87,67,235,07,67,23 

5,87*87*235,07,07,±07,67*87,187*07,87* TI 
107,67,87,107,09 

AU 1075 DATA 07,07*87,87*87,67,87,07,87*8 

7,06*91*0,0,132,05,66*87,87,235*07,07* HG 


235,67,07 

1076 DATA 235* 07* 87 * 187,07,07*107,07,8 
7,107,67,87,107,87,89*87,67,87*87*67*6 
7*87,87,06,66 

1677 DATA 05*86,91,0,87*87,148,0,0,0,0 

*0,0,8,0,0,0,0,0,0,5,04,1,0,0 

1878 DATA 8,0*8,0,0*0,0,0,O,0,0,8*113, 

115,122,3,87* 86,0,07,8 6,113*114*122* 6 

1079 DATA O,0,0,0,4*04,84*04,04*84*84, 

1,0,e,0,0,4*86,B7,87*87,87*87,07*87 

1000 DATA 87,86,91*0,0,0,07,87,0*07*87 

,8,0,0,0,0*0*0,4,03*84,1,0*0*0 

1801 DATA 0,0,0,0*0*4,06,05,87,87*87,0 

7,07 *87* 87,87,07*06*91,®*0*87*87,0,07 

1002 DATA 87,0,8,0*0,8*0,4*83,84*1,0,0 
*0*0,0*8,0,0,4,87*87*1,0,0 

1003 DATA 0*0,8*0*0,0,3*05,66,91*0,87, 
07*0,87*87*0,0,0,0*0,4,63,04,1 

1004 DATA 0*0,0,0*0*0,0,0*4*87*87*1*11 
3*110*122,8,0,0*0,113*117,122*3*87*06 

1005 DATA 0*07*87*0*87*07,0*0,0*0*4,83 
,84,1* 0 * 8,6*0,0,0* O,0*4,87*07 

1086 DATA 1,0,6*0*8*0*0,0,0,0*0.0*0*87 
,87*0,67*67,0,87,87,0*0,0* 4 

1087 DATA 83 * 64,1,0,0,8,8, 0 , 0 ,0*0,4*67 
,07,1,0,0,8*8,4*06,86*86,86*91 

1800 DATA 8,0*0,87*07*0,87*07*0*87*67* 
0,0*4,03*84,1*0*0*8,0*0*0*6*0 

1089 DATA 4*07*87,1*0*0,0,0*4*67*07,85 
,87,66,66,0,0*0*87,07,0*07,87.0,87 

1090 DATA 87 *8*4*03* 84 *1*0,0,0,6*0,0*0 
,8*4,87,87*1.0*0*0,0,4,87.06 

1091 DATA ±*8*9,87,86,0.0.0*07,07*0,87 
*07,0,87*87*4,03,04,1,0,0.0,0,0 

1092 DATA 0*8*0*4,87*87*1*6*8*0*0*4*07 
,07,1,118,122*4*07,86*8,6,6*07,67 

1093 DATA 0*87*87,0*87,87*86*04*1*8*8, 
0 , 8 *0,0,0*0* 4,87,07,1,6*0,0,8 

1894 DATA 4*87,87,1,0,0,4*07*67*1*0*0* 
0*87* 87,B,07 *07*0* 86* 87,04 * 1*0*0 
1095 DATA 0*0,113,118*122*0,4*07,87,1, 
8*0*0,0*4,87*87,I,©*0*4,87,87*1,0 
1896 DATA 0,8*0*07,87,0*07,87,0,00*85, 
7*118,122*0*8*0,0,6,0,4,07,87*1,8 
1097 DATA 0*0*0,4*67,87*1*0*0.4*07*07* 
1,0*6,O,0* 0*07*87,6,87,87,0*86 
1O90 DATA 67 *06* 06,87* 87*07,07* 07*67,0 
7 * 85 * 07 * 1,8,0 * O * 6 * 4 * 07 * 8 7 * 1 * O,8 * 4 * O 7 

1099 DATA 07*1*0*0*0*0*0*0*87*07*0*87* 
07*0*131*86*87*87*87,87,87*87,07*87*87 

1100 DATA 06,1*0*0*0,0*4*07*87*1*0*0*4 
*87*06*1*116 *122*0,0,0,120*122* 87*07 
±101 DATA 0, 87,07,0* 0* 0*0*8*8,0,0* 0* 0* 
0*0*0* 0*113*122,122,4,8 7,07*1*8 

1102 DATA 0,4,06*87,1*8*0* 0* 0,0.6*0*10 
* 07* 86,8 * 07* 07,0* 0* O * 8 * O.O,O 

1103 DATA 0,0,0*0*0*0*0*0,6.4,07*87*1. 
0* 0,0* 86,86,85*06* 07*07*87,87,07 

1104 DATA 67*87,85*86*06*0*87*87,0*0*4 
,86*07*87* 87*87*87,87* 87*07*87,87,07*8 
7* 85 

1105 DATA 86*±,6,0*0*0,3*86,86*07*07*8 
7* 07* 87*07*87*87,86*00*1* 0* 87*87* O* 4 

1106 DATA 06*87,87*87,87,87*87*87*87,8 
7*87,07,07,87* 86 *1,0,8*0* 0,0.0,0,0*0 

1107 DATA O,8,0.0,0,6,0,113,116*122,4, 
07,86.0.06,05,7*113,113,122,0*0* 0*8*8 
Ilea DATA 0*8,O.0,0,8,0*0*0,8*0*0,0*0* 
0 .O.0*0, 0-j 0 * 6 * 8 * 0,0*10 

1169 DATA 85*66,1,0,3*07,87,06,87*67,8 
7*07*87* 07,87,87,07*87,67,87,07,07,87* 
87* 07 

1118 DATA 87*87*07*07,87*87,87,07*67*8 
7*87* 87* 8 7,87*07,86*1,0*6*8* 3* 07*07,87 
*87 

1111 DATA 87*87,87,87,87.87*07,07,87,8 
7*67,07,07*87*87,87,67*87,87*87,87,07* 
87,67,07 

1112 DATA 87*87,87,87,06,1*0,0,0,0,8,1 











MS 


IR 


MU 


YE 


sr 


H5 


NS 


5U 


6*0*0*0,0,0*0*0*0,0,®,0*0j0 

1113 DATA 

0,0,0,0,e,0,0,a,0,51,2s 

±114 DATA 16i16,1S|0,o,0|0 I0|s,o,0.0,a 
* O,0,0,0,84,51,29* ±6*16*16,8*0 

1115 DATA 0*O,0*8*0*0,8,48,47,51,29*6* 
0,52,29,0,0,0,38,29,0,0,0.48,29 

1116 DATA 0,0,0,44,29,0,0,87,52,29,0,6 
,0,38,29,0,0,0,*8,29,8,0,0,44,29 

1123 DATA 0,0*0,0,0,0,0,0,0,0,O»0,0,11 
6,116,116,116,116*116,116,116,116,116 * 
116,116 

1124 DATA 116,116,96,96,0,0,0,0,0,0,0, 
0,0,0,0,0 ,0*0, 0,6,8,0,0,0,0 

1127 DATA 0,0,0,0,0,0,0,0,0,128,128,12 
8,128,128,120,120,128,128,128,128,12S, 
120,120,128,120 

1128 DATA 0,4,8,16,13,16,17,18,19,20,2 
0,38,32,34,32,32,0,0,0,0,0,0,0,0,0 

1129 DATA 0,0,0,0,0,0,8,0,0*0,0,0,0,0, 
0,0,0,0,0,O,0,0,0,2 55,254 

1130 DATA ZS2,251,249,248,246,245,243, 
242,240,239,237,236,234,233,0*0,0,0,0, 
Oj 0, 0 * 0 , O , O 

1133 DATA 0,8,8,2,2,2,2„2,2,2,2,2,2,2, 
2,2,2,2,2, 0 , 0 , «,0,0,0 

1134 DATA 0,0,0,0,8,0,0,0,0,8,65,184,6 
2,101,59,98,56,95,53,92,58,89,47,06,44 

1135 DATA 83,135*135,135,135,135,135,1 
35,135*135,135,135,135,135,135,135,135 
,87,87,07,07,87,07,07,87 
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1 REM Wl C I OCMlIW i CMmOCHWMMMMWKKKKWMMKMItlCM 

2 REM « GRAND PRIM II - LISTING 4 * 

3 HEM MKMKHMMKMHWMKM M ItMMMyKMItMWKHW WH * 

9 REM 

18 HEM SAUE^B:GRAMPRIR.4 
11 REM 

IDO TRAP 190:5CREEM=559;POKE SCREEN,O i 
MEM-36151!LTH=0:RESTORE 1880 
HO E0R 1 = 1 TO 251 READ A 

±15 DATL1NE=PEEK11831+256*PEEK£1843!LI 
N=DATLINE-1080 

120 POKE MEM+CLIII*25J+1, A : NERT I 
130 GOTO HO 
BM 190 POKE 559,34! IF PEEK (195106 THEM ? 

■■■TERROR - CHECK T YPIMG**: END 
KV 280 ? cHRSC125i:t "33 Fro^rai* finish 
ed and resident in »e«ory. Chech 

article for instructions*'j; 

UG 218 1 M to save to tape or di 

Sli.it-f "IMPORTANT! DO NOT SWITCH OF 

F MACHINE I" 

PR 999 END 

Jt 1880 DATA 87,87,87,87,07,87,87,37 *0,O, 

0 , 8 ,a,o*a,a, 0 , 0 , 0 ,®, 0 , 0 , 0 -®, a 

1 _V 1002 DATA 0 , 0 , 0 , 0 , 0 , 0 , a, 0,0,0,0,0,0,0* 
0,0,0,0,8,0,0,0,0,1,8 
QH 1003 DATA 0,0*0*0,2,5,8,21*0,0,0,6,0,1 
30,140,110,108 *60,40,80,150,160,160,60 
, 12 0 

8K 1004 DATA 248,128,248,0,0,0,0,0*0,8,8, 
«,0,0,0,0,0,8r0*0,11,20,35,15,12 
TI 1005 DATA 1®,9,13,10,12,10,13*23,0,0i0 
,0,0,0,0,0,8,0,8,0,0,8,8*0,0 
S8 1007 DATA 0,0, 0,0,0, 0*8,0,8,7*7,7,7,7, 
7,7*7,7|7,7,7,7,7,7,7 
Of 1008 DATA 32*32,32,32*32,32*32,32,32,3 
2* 3 2,32* 32,32,32,32,8,0*0,0,0,8*0, 8,8 
FF 1O09 DATA 0,0,0,0*0*0*0,169*0,205,133, 
2,240,5,162,15*76,74,145 *173*252,2* 701 
,33*248 

JF 1010 DATA 249,201*52*208*10*172,206,14 
0*192,0,206,3,141,206,140,201*10*208,1 
0,172*207,140,192*0*208 
GA 1011 DATA 3,141,207*140,201*20,208*3,7 
6,205*147,201,22,208,5,162,14,76,74*14 


5,169,2 55,141,252,2 

yv 1012 DATA 232,224,16*288,2,162,0*224,1 
,288,10,164* 28,204,128*141,240,245*140 
,128*141,169,0,205*137 
VZ 1013 DATA 141,240*3,32,192*150,188,32, 
141*192,0,240*162,108*0*141,192,0*240, 
11,169,0,157,80*140 

4K 1614 DATA 222,0,141,76*44,142,188,208, 
141,185,144 * 141,201*248,288,5*169,0,15 
7,192*140,180,192,140,192 
KM ±015 DATA 0,240,3,32,0*149*224,14,144* 
12,169,52,221,112*141*208,5*169,1,167, 
144,140,188*144,140 

BP 1016 DATA 192,1*248*00,192,2,240,103,2 
54,16*140*188,16,140,192*8,260,3,254*1 
12*141,189,112,140* 24 
GR 1017 DATA 105,160,125,128*140,221*80,1 
40*144,46,189,96,140*24,125,128,140*12 
5,64,148,157,64,148,144,31 
12 ±018 DATA 254,80,140,188*80,140,192,55 

* 240* 12,192,100,240*8,192,148,240,4,19 
2,170,208,9*189,96*140 

BT 1019 DATA 56*233*15*157,96,140,70,107, 
143,16 9*0,221 * 80,140,208,3,76,107,143* 
56,109,64*148,233,78 

02 1O20 DATA 157,64*140,176*232,222*80,14 
0,76,79,143,169 *0*221,80,140,200,3,76* 
107,143,254*80,141,221 
ER 1021 DATA 80,441,208*3,254*96,141,222, 
80*148*188,80,140,192,54,248,12,192,99 

* 240,8,192*139*240,4 

MR 1822 DATA 192,169,208,9,189*96,140*24, 
105*15,157 * 96*148,224,14,208,3,75*175, 
143* 224*15,20 6,3*76 

MH 1023 DATA 235,143*32*8,133,224,13*208, 
44,169*8*205,46,141*208,37,162,14,173* 
109*141,141,110,141*173 
hW 1024 DATA 93,140,141 * 94* 140,173,77 # 141 

* 141*78,141,173*173,±46*141*174,148,20 
6*±74,140*206,77*141,160*0 

HF ±025 DATA 76,39,144*76,5,145,173*132,2 
,261,0,208,6*157,144,148* 76*216, 143*16 
9*1*157,144,140,173 

AG 1026 DATA 120,2,201,13,240,11,281*5,24 
0 , 7 , 201,9*248*3,76*216,±43,±69,2,157, ± 
44,140,160*0*169 

BI 1027 DATA 52*221,112*141*208,70,169,0* 
221,80,140,208*63,76*74,145,173*133,2* 
201,0,208*6,157*144 

UL 1028 DATA ±40,76*20,144*169*1,157,144, 
140,173,121,2,281*13,240,11,281,5,240, 
7,201,9,240,3*76 

QH 1029 DATA 20*144,169,2,157*144*140,160 
,20,16 9,52* 2 21,112,141*208,10,169*0* 22 
1,86,140,208,3,76,74 

OZ 1030 DATA 145,142,129,141,152*170,172, 
179*141*185,80,140*217,128*141*240,94* 
±44,45,185,128*141,24*105*1 
UT 1031 DATA 153,128,141*254*20,139*169,2 
6,221,20,139*208,73,169*16,157,28,139* 
254,19*13 9,16 9* 26,221, 19 
WM 1032 DATA 139*208,58*169,16,157,19,139 
,254,18,139,76,149,144*185,128,141*56, 
233*1,153,128,141*222,20 
YH 1033 DATA ±39,169,15,22!* 20,139,208,ZS 
* 16 9,25,157 * 20,139,222,19,139,169,15*2 
21,19*139,288*13,221,18 
GG 1034 DATA 139*240,8,169*25,157,19*139, 

222,18*139,142,129*141,152*170,173,129 

,141,24*105*40,168,169,55 
MU 1035 DATA 56*253,96,141*32,0,151*169*5 
2,56* 253,112*141*32,0,151,169,1,141*13 
2,141,189*64,141,140 

DL 1036 DATA 129*141,160*255,192,15*248,3 
1,200*217,64*141,240*8*176,244*238,132 
*141,76*192,144*189,160,140 
20 1037 DATA 217,168*140,176*3,238,132*14 
1,189,64,141* 7 6,192*144,172,129*141*17 
3*132*141,32*0,151,189,64 
















WO 1030 PATA 1*1,32,0,151,224,14,200,15,1 
69,0,205,46#1*1,2OS,0,157,54,141,162,1 
3,254,64,141,16^,8 

AB 1035 PATA 221,46,140,240,0,222,48,140, 

165.2.157.144.140.105.203.140.24.125.3 
0,140,15?,200,140,144,15 

WF 1O40 PAT A 254,224,140,105,224,140,205, 
136,141,200,®,135,O,157,224,140,76,54, 
145,76,*4,142,254,60,141 
AJ 1041 DATA 165,O,221,60,141,203,3,254,5 
6,141,165,54,221,56,141,176,40#±B9,16, 
141,141,73,151,135,32 
TJ 1042 OATA 141,141,74,151,105,46,141,32 
#72,151,165,0,157,32,141,165,255,141,1 
37,141,224,±5,208,S,169 
FL 1043 DATA 0,141,5,210,76,44,142,105,12 
0,140,261,0,240,6,56,233,3#157,120,140 
#105,16,141,1*1,251 

PC 1044 PAT A 151,105,32,141,141#252,151,1 
05,240,140#1*1,254,151,32#60,151,141,1 
31,141,201,67,206,3,76,154 
61 1045 DATA 147,201,05,200,3,76,225,1*6, 
201,S5,20B r 3,76,70,147,201,64,144,80, 2 
01,240,176,76,201,71 

UH 1046 DATA 176,10,166,165,12,157,128,14 
0, 152#76,223,145,201,57,144,50,2 01,112 
,176,lO,166*165,12,157,128 
ftK 1047 DATA 140,152#76,223,145,201,233,1 

44.40.163.105.12.157.120.140.152.165.3 
,221,0,142,144,26,180,208 

HP 1043 DATA 141,165,240#217,144,141,2*0, 
16,165,255,157,206,140,172,136,141,136 
,152,157,224,140,70,44,142,186 
OV 1845 DATA 16,141,141,251,151,105,32,14 
1,141,252,151#238,254,±01,163,8,205,25 
4,151#203,5,165#0/141,254 
RZ 1050 DATA 151,32,80,151,141,131,141,20 
1#37,206,3,76,154,147,201,85/200#3#76, 
223,146*201#65,203,3 

CR 1051 PAT A 76,78,147,133,16,141,141, 25i 
,151,185,32,141,141#252*151,103,248,14 
0,141,254,151,206# 254,151, 163 
GO 1052 DATA 255,205,254,151,203,5,163,7, 
141,254,151,32,00,151,141,131,141,201# 
07,208,3,73,±34,147#201 
EC ±053 DATA 85#240,125,201,33,240,155,16 
3,60,221#32#140,206,55,183,16,141#141, 
251#151,133,32,141#141#252 
AE 1054 DATA ±51,188,2*0,140,136,136/152, 
255,203,2,160,7,132,254#ZOO,2,160,6,14 
O# 254#151,32,00#151,141 
VJ 1055 DATA 131#141,2«1,87,240#46,201#85 
,240,63,183,16#141,1*1#251/151,185/32, 
141/141,252,151,100/240,140 
GR 1656 DATA 200,200,132,8,200 * 2 * 160,6,13 
2,3/260/2,160/1/140#254/151#32,80/151/ 
141,131,141,201,07 

II 1057 DATA 208/3,76,134/147,201/05,240# 
13,163/255,157/208,140/172,136/141, 136 
,152#157#224,140#254,32,140 
PC 1053 DATA 76,44*142*108*208,141,189,00 
#140/254,200,141,217,144#141*144,22,24 
3,144,141,10*141,123/141#183 
IR 1053 DATA 00*141,24/103,123,141,157,80 
,141,144,3,254,36,141/433,200,141*185, 
176,1*1/157*0,142,224,14 
PO 1060 DATA 144,23,173,125*141,204,65/14 
4,4,74/157,43,140*165,45/221,36,141*17 
6*8,173,123,141,24,74 
PW 1061 DATA 457,48,140,76*134,147,142*12 
3,141,163#20,50/237*125*141/10,141*123 
#141*173*18/210/205,129/141 
TO 1062 DATA ±76,232,157,240,131,76* 13*,1 
47*163*17,141,123,141,160,255,183,64,1 
41/200,132,16,248*11,217,64 
5C 1063 DATA 141,176*246,238,123,141,76,8 
0/147#173,123,141,20i* 26,144*2,163,33 , 
141*54*133,163,0*157/208 
OE 1064 DATA 141,±57,160,140* 188,208* 141, 


105 * 176,141,157*0,142,254,64,141,173*1 
30*141/221*64,141*208,SO,172 
FG 1065 PATA ±30,141*138*153,224*1*1,238, 
130*141,189,16,141,141*73*±51,189,32*1 
41/141,74,151*163/07*32/72 
RP 1066 DATA 151*169/0/157*32,141*160/0,2 
00*132*16/240*8*217*32,141*240*246,76/ 
44/142*76/205,147,32 

UT 1067 DATA 0* 148,163,0,157#32* 140* 76,44 
,142/162,0,189*16#1*1,141,73*151,183#3 
2*141*201/0*240/3 

PL 1060 PATA 141*74/151*189/48*141,32/72* 
151,232,224,16,208,229*96,208,248*205, 
123*141/176,173,163/2/157 
PE 1009 DATA 144,140*96,0,0,0,0,0*0,9,0,1 
89,16/141*141/73*151,103,32,141/141# 74 
,151,189*40 

PT 1070 PATA 1*1,32,72/151*173,251,151,15 
7,16*141,141,73*151/173,252,151*157/32 
*141,141,74/151*173/254,151 
AO 1071 DATA 157*240,140*173/131,141*157, 
48,141*224,14,240,40,224,15,240/53/224 
,7,144,20/163*0*205/46 
KF 1072 DATA 141,208/4/224,10,176,29,163* 
105*24,125,240,140* 76,115,148,169*0 * 20 
5/47,141,208,4/224#3 

BG 1073 DATA 144*18*163*233,24*125*240*14 
0,76*115,148*169,97* 24,125,240*140,76* 
115*140,169*64,24*125,240 
8U 1074 DATA 140,32,72*151/254/160,148,22 
2,0/142,36*0,0/0/0*0/0,6,0,0,0,0,0*0*0 
JJ 1073 DATA 0*0/0,0/0*0/0,0*0*0,0,0,0,0, 
0/0*0/189,48,141*201/63,208,3,75 
ET 108O DATA 65*150,169*1/221,192,140/208 
,43/169*60,221,80*140,±76,8,169*!,157, 
144*140,76/37/149*169 
Git 1681 PATA 0| 157* 144,140* ISO, 224,140* 20 
0#204,136*141*206,74,109/48/141,201,84 
,240*73,201,07*208,3,76 
PK 1082 PATA 53/150*189/16,141/141,251,15 
1,189,32,141,141,252*151*189*240/140*1 
41,254*151*238,254/151*160,8 
EC 1083 DATA 204/254/151,200*5,163,0,141* 
254/151,32/80*151/201,84/240,21,238,25 
4,151,204,254,151,288, 5 
ZO 1004 DATA 169,0,141*254,151/32*80,151/ 
201/84,240,1,96/141*131*141/169/1,157, 
192*14 0# 76/44#150/189 
DM 1005 PATA ±6,141*141/251*151,189/32,14 
±#141/252*151/183*240/140*168*136,192* 
255*268/2,160,0*140/254*151 
RJ 1086 PATA 32/80*151*141,131,141,201*83 

# 240,11*281*84,240/4,201*87/208,13,76, 
44/158,188/90*141,192 

NZ 1007 DATA 0,240/238/76*44,150/103,16/1 
41,141,251/151/189*32/141*141,252,151# 
230/254*151,169/8,205*254 
HT 1088 DATA 161,200,5/169*0*141/254*151/ 
32*80,151/141*131/141,2 01,03*240,11,20 
1,84/240,14,201* 87/ 240 
HP 1089 DATA 10,76/247*149,100/36/141/132 
,0/240,238/76*44*150/189/16/141,141/25 
1*151*169/32,141*141*252 
LU 1890 PATA 151/230,254*151*169/8*205,25 
4*151,200/5*169/0/141,254,151,32,80,15 
1,141,131,141*201,83,240 
VC 1691 DATA 3*201,84/240/12,201/87,240*8 

* 96*188,96*141,192*0*248,240/169/0,157 
*224/140/32,0,148 

Til 1B92 DATA 96, ±73* 135,141 * ±S7* 248,140* 1 
69,0,157/19 2/140*96,169* 0*157,224,140, 
221,80*140,240,6*169,2 
PY 1093 DATA 157*144,140,96,169*0*221,96, 
141,208,10,109*176/140*197,19/208,22/7 
6*60*149,157*96,141*157 
SM 1094 PATA 112*141/164*19/200/208*196/2 
0*176*1*200/152/157*176/140,96/O,0,0*0 
, 0 * 0 * O * 0,0 

BE 1095 DATA 0*169,255*56/253,80,140,201* 













95,144,18.281,155,144,6,56,233,126*76, 
157.150,56,233.7fl.76 

DO 1096 BATA 157,150,24,105,0,10,224,14,2 
OB,3,141,0,210,96,0,0,0,0,D,0,0,0,0,0, 

0 

om 109 ? daiA o,o,0,0,0,0,o,o,»,o,o,a,o,e, 
o,9e,e„e,o,e,o,o, b,o,o 
HG 1100 DATA 0,0,0,0,72,169,16,141,129,14 
1,104,201,10,144,9,56,233,iO,238,129,1 
41,76,7,151,72 

DZ HOI BATA 173,129,141,153,IB,139,200,1 
04,24,105,16,153,18,139,152,24,105,4,1 
60,76,0,134,0,0,0 

5P 1102 BATA 0,0,0,0,0,O,O,O,O,O,0,0,0,O, 
a,0,0,0,173,224,132,96,0,0,6 
AZ 1103 BATA 0,141,170,96,96,0,0,0,0.173, 
254,151,201,0,240,44,201,1,240,57,201, 
2.240,70,201 

DJ 1104 BATA 3,240,82„201,4,240.95,201,5, 
240,108,201,6,240 P 121,173,251,151,56,2 
33,41,141,251,151,176 
HD 1105 DATA 3.206,252,151,76,245,151,173 
,251,151,173,251,151,56,233,40,141,251 
,151,176,3,206,252,151,76 
HC 1106 BATA 24 5,151,173,251,151,56,233,3 
9,141,251,151,176,3,206,253,151,76,245 
,151,238,251,151,169,0,2o5 
OB 1107 BATA 251,151,200,3,238,252,151,76 
,245,151,173,251,151,24,105,41,141,251 
,151,144,3,210,252,151,76 
BH 1100 DATA 245,151,173,251,151,24,105,4 
0,141,251,151,144,3,230,252,151,76,245 
,151,173,251,151,24,105,39 
MM 1109 BATA 141,251,151,144,3.230,252.15 
1,76,245.151,206,ZSi,151,1*9,255,205,2 
51j151,708,3,206,252,151,76 
QW 1110 BATA 250,151,0,0,173,206,138,96,6 
,0,0.0,0,8,8,0,0,0,85,05,04,04,80,00,6 
4 

MH till DATA 0,0,182.102,102,0,0,0,0,85,8 
5,21,21,5,5,1,0,8.1,5,5,21,21,85,85 
ZH 1112 DATA 21,5,1,1,1,1,5,21,0,0,0,0.0, 
65,66,05.04,80,64,64,64,64, 00,8 4,85 
ZU 1113 DATA 65.65,0,0,0.0,0,85,21,5,5,1, 
1,1,0,0,0,1,1,1,5,5.21,0.O 
QK 1114 BATA 64,64,64,BO,AO,04,84,80,BO,6 
4,64,64 J0 I 0,8,0,0,126.O.O,0,0,0,0*0 
BC 1115 BATA 0,0,24,24,0,0,0,0,0,0.0,8,0, 
8,60,102,110,118,102,60,0,O,24,56,24 
BO 1116 DATA 24,24,126,0,0,60,102,12,24,4 
0,176,8,0.126,12.24,12,102,60,0,0,12,2 
8.60,100 

ZH 1117 DATA 126,12,0.0.126,96,124,6,102, 
be, 0 ,0,60,96.124.102,102,50,0,0,126,6, 

12,24,40 

HU 111B DATA 48,O,e.60,102,60,102,182,60, 
0,0,60,102,62,6,17.56,0,0.0,24,24,0,24 

.74 

HU 1119 DATA 0,0, O', 24.74,6,24.24,40,5,12, 
24,40,74,12,6,0,0,0,126,0,0,126,0,0 
ID 1120 DATA 96,48,24,12,24,45,96,0,0,60, 
102,12,24,0,24,0,0.60,102,110,110,96,6 
7,0,8 

DP 1121 BATA 24,60,1«Z,if2,126,102,8,0,12 
4,102,124,102,107,124,0,0,60,102,96,96 
,102,60,0,8,120 

OP 1127 DATA 108,102,107,100,128,0,0,126, 
96,124,96.96,126,0,0,176,96,124,96,96, 
96,0,0.62,96 

JU ±123 BATA 96,110.102,62,0,0,102,102,12 
6,102,102,102,0,8,126,24,24,74,24,126. 
0.0,6,6,6 

HH 1124 DATA 6,102,60,0,0,107,108,120,120 
,108,102,0,0,96,96,96,96,96,126,0,6,99 
,119,177,107 

FC 1125 DATA 99,99,0,0,102,110,176,17&,11 
0,107,0,O,60,107,107,187.lOZ,60,0,0,12 
4,182,187.174,96 

HV 1126 BATA 96,0,8,60,102,162,102,108.54 
,0*0* 124, IK. 1*2. 124,106* 107*0*0. 60,46 
,60.6,6,60 



oo 5 BEH DISK LOADER FOB GRftKIV PRIM II 
Kt 10 OPEN GP.OBJ" 

IL 26 POKE ©50*7 

Hft I© POKE ©5Z*250:POKE 853*91 

RQ 40 POKE S5&,£551 POKE 887,255 

SO SO H = U5Rtftl>R f "hhh^UUPQ-'i ,16) 

©W 6© CLOSE Hi:A-U5Rt20672? 


Listing 5 


HH 1127 DATA 0,0,126,24,24,24,74,24,0,0,1 
0 2,10 2,102*102 p 10 2,12 6.O,O,102,102p102 
.182,60,24,0 

00 liZO DATA 8,99,99,±0 7,127,119,99,8,0.1 
02,102,60,68., 182.102,0,8,101,187,60,24 
. 74,24.8,0 

YV 1129 BATA 126,12,24,48,96p126p8,8,38,2 

4,24.24,24,30,0,0,64,96,4 8,24,12p 6,8,0 
, 120 

PB 1130 DATA 24,74,24,24,170,0,0,8.28,54, 
99,0,0,0,0, O', 0, 0, 0,0,255, 8,05,17,1 

Kl! 1131 BATA 69,1,1.17,85,85,59.65,64,0,1 
,65,81,05,21,17,1*1*17,21,85,01,65,55, 

0 

TB 1132 DATA 8,65,69,69.85,64,64,81.81,64 
p 68,85,85,69,69p 64,0,1,65,Oi,05,84 I 68, 

64 p 64 

HQ 1133 DATA 68,84,85,81,01*65,0,0.65,65, 
69,05,85,85,85,05,65.05,05,05,05,85,85 
,85,05 

F5 1134 DATA 85,85,05*65,85,05,85,05,55,8 
5,65.05,85,85p85,85,85,0S,05*85,85,05, 
85,05.85 

FH 1135 DATA 05,AS,85,85p05 * 85,0S,85.05 * 8 
5,65,85*65,05.85,85,OS,85,05,05,85,85, 
85,85,85 

GA 1136 BATA 85.85,85,05,85,85.85,85,05,6 
5,05,85P85,85,85,05,85,05,65p 85,85,85, 
65*85,85 

G£ 1137 BATA 85,85,85.05,85,65*85,85,05,0 
5,85,05,85,65,05,05,83,85,05*05,65,05, 
85,85,05 

PK 1136 DATA 85,85.85,85,05*05,85,B5,85,8 
5,65.85,85,05,24,24,24.255,255,0,0,0.7 
3,97,97 

UP 1139 DATA 73.73*97,97,73,85,05.65*85,3 
4,136,65.85,0.64,00,00.04*64.84,85,0,2 
4,60,126 

HJ 1140 BATA 24,24,24,0.0*74,24,24,126,60 
,24*0,0.24,48,126,40,24,0,0* B,24.12,12 
6.17 

TB 1141 BATA 24,8,0,0,24,60,126*126*60,24 
. O. 33*101,101, 169,169*33,33, 85, 7* 73. 4 

1,41,104,164 

IB 1142 BATA 97,81,83,69*60.106,100,68,69 
,85,81,97,104*104,41,41.73,69.65.72,72 
,106*106,89,89 

JH 1143 BATA 72,69.69,41,41,104,104,81,81 
*,85,81, ±7,169, 169.17,81,85 , Bl , 01,104.1 
04,41.41.73*69 

5K 1144 DATA 49*117*117,253,253,49,49*05* 
85* 01* 01*66* 253* 241,113,65*85,69,76,12 
7.177,76,69,95,65 

1145 BATA 113,49,61,253.174,76,69,05*7 
6,76*127,127*93*93*78,69*77*127,127.60 
*124,69,85,65,01 

1146 DATA 49,253,253,49.81*85,81,49,61 
,127,252,76,77* 65,a,8,48,8,6,6*42.0,0, 

42.34 

EF 1147 DATA 2,18,40,42.0.8,42,2,10,2,1*4 
2* 8,B,2,10,40,34*42,2,0,0,42,32.4 2 

IL 1140 DATA 2*34,42,0,0.10.40,32,42,34*4 
2,0,O,42,2*19,8*8.8,B,0,42,34*42,34 

TC 1149 BATA 34,42,0,0,42,34,42,2,2,2.0.6 
*42*34,34,34,34,42,0*0*24,60,126,126,2 
4 

QI 1150 BATA 60 r n,24,24,24.24,24*24,74,24 
*0,176,120,124,110*102,6,0,8,24*56.120 
,55,24 * fi 

HS 1151 BATA 0,16,24,28,30 * 28,24,16,0,0,0 
,0.0,0.0.0,0,B,B,0.0,8,8,0*0 


H 5 


KM 


CftSSEITE LOADER PROGRAM 


for GRflNPPRIK II _ 


OV IO REM 

HI li REM _ 

ftti 2© ©PEN Bl,4,I26 l ,, C: i ‘ 

KJ 30 FOR *=23296 TO 39976!GET HI,ft:POKE 
H , ft !NEKT H 

©h ** close hi : z^usr tza 67 zi Listing 6 


CASSETTE SftUER PROGRAM 


for GR ftMDPRlK II 


SJ i© REM 
HK li REM 
CC 2© OPEN Hi , S , i£S, “C 1 14 ■ 

MO 30 FOR H-23296 TO 19936:ft=PEEKtXJ!PUT 
HI * ft : NEKT U 

Lk 40 close tti Listing 7 
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>1 special offer for 
User Group members! 


OFF 


each new subscription 

Here’s your chance to make sure of a 
regular copy of Atari User - the 
independent magazine that’s become the 
premier source of information on the 
whole range of Atari microcomputers. 

Each month brings you a choice selection 
of first rate programs, powerful utilities, 
easy to follow articles and invaluable hints 
and tips - plus full coverage of what’s 
happening in the world of the Atari, with 
in-depth reviews of all the latest products. 

If you want to know all there is to know 
about your Atari micro, Atari User is 
essential reading! 


ORDER NOW! 

Pleases send me the next 12 issues of Ata ri User at the specially 
reduced User Group members’ price of £9 (normal price £12), 
Please indicate mediae/ of payment 

□ Access/Mastercind/Eurocard 

'- 1 -d-1- r I_L_I_I_i |_ l 

□ Batclaycard/Visa 


n Chequs/PO made payable to Database Publications Ltd. 
Name __ 

Address 


Signed 


Send to: Atari User, FREEPOST, Europa House, 
68 Chester Road. Hazel Grove, Stockport SK7 5NY. 

INo stamp needed if posted In UKj 
































ONE OF THESE 
COULD 
BE YOURS 

HOW? 

By writing an article or 

sending a program to PAGE 6 




During 1985 we will be giving away an Atari Writer cartridge to the author of the best article published in each issue and a Paint 
cartridge to the author of the best program submitted. All contributions will be re-considered prior to publication of each issue so 
that if you do not receive the award for a particular issue, your article or program will still be in the running for the next issue In addi¬ 
tion to this all articles or programs published will still be eligible for awards in the annual Readers Poll so it really is worth writing an 
article or sending in a program. 

Articles may be on any subject of interest to Atari users and should be at least one magazine page length. Diagrams* charts, illus¬ 
trations or even photograph^!) may be included if you wish Programs can be for any memory size and may be games, utilities or 
more serious programs provided they are of general interest If possible please submit articles and programs on a DOS 2.0 or DOS 
2.5 disk (which will be returned or replaced if requested by a disk from the PAGE 6 Library). Any DOS 2.0 compatible word pro¬ 
cessor may be used. If you do not have a disk drive, please use cassette but ensure that TWO copies are recorded, one of which 
should use LIST 11 C” Hard copy listings of programs are NOT required but documentation explaining how to use the program 
should be included Typewritten or handwritten articles are still welcome if you cannot manage disk or cassette and will be given 
equal consideration. Written program listings will not however be accepted Come on, let's see your articles and programs. 
Best of luck! 


This issue the award of a PAINT program goes to Chris Darkes for his splendid Grand Prbt IL The 
ATARIWR1 TER award has been held over for YOUR contribution. It would have gone to Steve Pedlerbuthe got 


one last issue! 



Pf. Software-... 


ALSO AVAILABLE 


SltUlltt A^lt ( 16 k) 



1 OVER 80 DIFFERENT COLOURS CAN 
BE DISPLAYED AT ONCE 


* INTERRUPT DRIVEN CURSOR 

* 4 BRUSH SIZES 

* 3 BRUSH SPEEDS 

* AIR BRUSH MODE 

* PLOT 

* DRAWTO 
- FILL 

* DRAW CIRCLE 

* SAVE PICTURE 

* LOAD PICTURE 






SEPARATE PROGRAM TO DISPLAY 


DEMO PICTURE 


PICTURE 


Cheque*& P.O.'s to 



P.F- SOFTWARE 
14, KIRKS TALL AVENUE, 
UTTLEBORQUGH 
LANCS OL15 9JA 


FRUIT PICKIN (16 k) Fids the fruit from the orchard whilst 
avoiding several colourful nasties [telephones, potted plants, cheese¬ 
burgers and morel. Extended use of F M Graphics provides up to nine 
individually moving 'sprites' five ol which are multicoloured. With 
increasing difficulty levels, total M/L game action for super smooth 
movement and animation. Even the worst games player can't lose at this 
price? E2.95 

ALSO AVAILABLE - NEW PRICES ** 

FRUIT SALAD (16k) Mastermind type game using colourful 
graphic funis instead of boring pegs The various game options make this 
a challenge for adults and with the lun graphics and 'total joystick Input’ 
an instructive entertainment for younger children. One or two players. 

£2.95 


” Order both FRUIT SALAD and FRUIT FICKIN for only 

£4.50 ” 


BLACKJACK (16k) Features realistic hi-res card display. Can you 
break the bank? £l 95 

PICTURE PUZZLE(32 It) Watch the picture jumble itself up. Can 
you recreate the original picture? Two hi- res pictures to choose from. 20 
difficulty levels £2.95 

PICTURE TORMENT (16k) Picture is rotated 'Rubik' style 
horizontally and vertically. It is then up to you to sort it oul. 20 difficulty 
levels Also include bonus program to design your Own pictures for use in 
the puzzle. £2 95 


Price* Inc. p&p. 


Overseas ordere for single 
program* please add £0.50 
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Big Five (U S.GOLD) 

64k cassette (NOT 400/800) 
£9.95 

48k disk£14.95 
1 player/ joystick 


This game is, in effect the follow up 
to the enormously popular MINER 
2049er. It has taken some consider* 
able time for MINERS successor to 
appear ’ the original Big 5 game is well 
over two years old - but in between we 
had the elusive Scraper Caper which 
failed to see the light of day. Still not 
to worry, Bounty Bob is back bigger 
and better than ever before in this 
latest game from US,GOLD and the 
good news is that it retails on cassette 
and disk at sensible prices. You won’t 
have to fork out £50 for the ROM 
version. 

Most of you will be already be 
familiar with the scenario of the orig¬ 
inal MINER game. BOUNTY BOB 
follows a similar plot as our intrepid 
hero embarks on a journey covering 
25 exciting new levels in his bid to 
secure the mine and defeat the plans 
of the evil Yukon Yohan (whoever he 
may be!), 

Game play is virtually identical to 
the original, You must guide Bob 
around the platform levels, filling in all 
the sections of the framework in order 
to 1 claim’ them. Deadly mutants patrol 
the framework and you can either 
avoid them by jumping over them or 
destroy them by collecting one of the 
many 'treats 1 scattered throughout the 
mine and then touching the mutants. 

Bob still retains his incredible jump¬ 
ing powers from the previous game 
but unlike MINER, you can vary the 
delay between pressing the fire button 
and directing the joystick and thus 
control his jumping distance.. This 
greatly enhances the playability of the 
game. All the old familiar objects and 
modes of transport are there to both 


'Options 1 Screen allows you to alter 
numerous game parameters to make 
the game as easy or as hard as you like. 
You can choose to start the game with 
up to 4 lives, set the bonus life to be 
awarded anywhere from 10,000 to 
90,000 points, re-start the game at the 
point you left off after losing a life, 
enable 'secret messages’ which allow 
you to 'warp to higher levels and so 
ort 

It would be no great shakes to write 
a book about this game but, naturally, 
magazine space wont allow it The 
graphics and animation are superb 
and the quality and variety of the 25 
levels are unsurpassed in any other 
platform game I’ve seen. Colour has 
been used to great effect with the mine 
levels constantly changing colour 
each time you play Sound effects are 
also first rate. 

Normally, at this point reviewers 
quote the tired old cliche that 'follow¬ 
up games are never as good as the 
original 1 but in this case it couldn't be 
farther from the truth. BOUNTY BOB 
STRIKES BACK is as important to 
your collection as STAR RAIDERS 
and POLE POSITION were. Mark my 
word, it is destined to become the 
number one game of 1985, Miss it at 
you own peril! 

One final note. The cassette version 
of BOUNTY BOB is only compatible 
with the XL and XE models as it 
requires 64 k RAM. Owners of 400/ 
800 models will have to settle for the 
48k disk version. 


BOUNTY BOB STRIKES 
BACK 


Jim Short 
reviews 
some recent 
releases 


help and hinder Bob - transporters, 
pulverisers, lifts and of course, the 
cannon and there are a whole batch of 
new ones waiting to be discovered 
and explored such as the gravity lift 
grain elevator, suction tubes;, mobile 
suction unit, acid rain, utility hoist and 
a host of other wierd and wonderful 
contra ptEons. 

First impressions are generally 
important and the title screen is a 
mere, taste r of w hat i s to fol law. A fl ock 
of birds fly on carryEng the letters of the 
alphabet and they quickly re-arrange 
them onto a huge 'billboard' affair to 
spell out the opening credits. The 
accompanying tune is excellent and 
sounds suspiciously like a re-working 
of the Superman and Star Wars 
themes. 

The high score table is another eye- 
opener. You must spell your name by 
pushing letters onto a conveyor-belt 
with the aid of a pair of bulldozers, 
whereupon the birds swoop down and 
transfer your name and score to the 
High Score billboard, The fun starts 
when your name is added to an other¬ 
wise full High Score table as the birds 
have to fit you into the correct slot 
wb i 1st re- arra ngi ng all th e other n am e s 
and scores in their proper order. 
Clever birds these ones! 

My main gripe concerning the ori¬ 
ginal MINER game was that it was j ust 
too difficult, especially for someone of 
my limited skills. No such problems 
with BOUNTY BOB though, an 


PAGES-Issue 18 43 

















MIG ALLEY ACE 

Microprose {U. S. GOLD) 

48 k disk £14.95 
48k cassette £9.95 
1/2 players 
Joysticks) 

Someone at Micro prose is obvious- 
ly rather keen on flight simulators. 
MIG ALLEY ACE is the latest in a long 
line, following in the wake of previous 
releases such as SPITFIRE ACE, 
SOLO FLIGHT and F-15 STRIKE 
EAGLE 

There seems to be a trend these 
days toward com bat-style flight simul¬ 
ators and this one, as the name implies, 
is no exception. The action supposedly 
takes place during the Korean war of 
the early 1950’s where inferior UN. 
jetfighters took on the mighty squad¬ 
rons of North Korean MIG- 15’s, or so 
the blurb in the enclosed booklet 
says! 

You have a choice of three different 
game options, 1 player solo, 2 player 
head-to-head or 2 player cooperative. 
The screen is split into two separate 
cockpit views, the top being player 
one’s cockpit view arid the bottom 
player two’s or the computer’s depend¬ 
ing on your game choice. This is 
slightly unusual for this type of game 
and takes a bit of getting used to at 
first. 

The simulation covers several dif¬ 
ferent combat scenarios. You have 3 
lives in which to try and battle your 
way right through the card and, after¬ 
wards, you are accorded a rank based 
on how well you fared in battle. The 
ranks go from Novice through to 
WGFP (World’s Greatest Fighter 
Riot), 

As flight simulators go, MIG ALLEY 
ACE is something of a let-down, parti¬ 
cularly in the graphics department. All 
the action takes place in the air with no 
facility for taking-off or landing and 
control is almost entirely from the 
joystick with the bare minimum of 
keyboard input As a result the game 
is best suited to complete beginners 
and a good idea would be to use it as a 
flight trainer before moving on to 
something more complex such as the 
brilliant F-15 STRIKE EAGLE, 

Sadly, the Atari version of MIG 
ALLEY ACE loses out to the C64 one. 
The cockpit view is much more realistic 
on the 64 version with a proper cockpit 
canopy and an authentic rotary-dial 


instrument display. The Atari version 
is more like a view out of a plate-glass 
window and the digital instrument bar 
is about as unrealistic as they come. 
The Atari is capable of a far superior 
display to that of the Commodore as 
Microprose have already shown with 
their versions of SOLO FLIGHT and 
F-15 STRIKE EAGLE and I honestly 
cannot understand why they should 
purposely make Atari the poor relation 
this time. Let's hope Microprose don’t 
repeat this in any forthcoming 
releasesv 

KISSIN* KOUSINS, 

English Software 
48 k cassette £6J 
48 k disk £9,95 
1 player 
Joystick 

I must admit to having a soft spot for 
English Software. A1RSTRIKE was 
the first cassette game 1 ever purchased 
and it is still one of nny ‘all time’ 
favourites, I was a mite disappointed 
when they seemingly stopped suppor¬ 
ting Atari a short time ago (though I 
daresay they had their reasons), but 
now they are back again with some 
new titles. The first of these is KISSIN 1 
KOUSINS and it has the distinction of 
being the first all-UK release to feature 
digitised speech. When the program 
loads you are greeted by a clear and 
precise voice announcing 'English 
Software presents Kissiri Kousins’. 
An impressive start Unfortunately, 
the game fails to live up to the opening 
sequence. 

You control a cute little character 
who is desperately trying to save his 
Kissin’ Kousin although it doesn’t say 
who from You must guide him through 
various street scenes, jumping over 
the many objects lining his path and 
avoiding the bombs being dropped 
from above. Stationary objects are 
easily dealt with but in subsequent 
scenes you will encounter moving 
caterpillars, kangaroos, bats, rubber 
frogs, gogglersand pogopoppersailof 
which combine to make the going 
really tough (I never once made it past 
those pesky kangaroos!). 


Graphics are nice and colourful if - 
dare I say it - somewhat Spectrumish 
in appearance but a lot more thought 
could have gone into the actual game. 
As things stand, it takes second place 
to the gimmicky intro. 

English Software may welt be for¬ 
ever judged on the standards set by 
JET BOOT JACK however they do 
have other good titles such as 
LEGEND OF THE KNUCKERHOLE, 
SOLDIER’S FORTUNE and 
HENRYS HOUSE just waiting to be 
converted to the Atari. How about it 
English Software? 

HIJACK 

English Software 
48k cassette £6.95 
1 player 
Joystick 

HIJACK is yet another new title 
from English Software It is a helicopter 
rescue game along the same lines as 
CHOPLfFTER only, in this game, you 
must rescue VIP passengers from the 
roof of a high speed train and deposit 
them to safety in the rear security 
carriage. 

A nifty little jingle accompanies the 
opening title screen, clever compo¬ 
sitions like this being a traditional 
feature of many English Software 
games. A quick press of the START 
key and it’s on with the action. The 
train is speeding across the bottom of 
the screen from right to left and you 
must swoop down in your chopper 
and pick up the VIPs who are running 
about on the roof of the train, waving 
frantically at you. Press the fire button 
to lower the rope and, once the figure 
has taken a firm hold, transport him 
back to the safety of the rear carriage. 
Simple, eh? Well, not quite. I forgot to 
tell you about the cannons firing at 
you from the hills and the huge trees 
that line the sides of the track and 
which you almost always fly into, or at 
least I doi Once all the 10 VIPs have 
been rescued you move onto the next 
level of play ivhere gunfire from open¬ 
ings on the roof of the train is a further 
hazard 

I like this game. It has clear, colour¬ 
ful graphics, good sounds and some 
excellent special effects. The way your 
helicopter bursts into a flaming fireball 
when it collides with a tree oris hit by a 
missile is incredibly realistic. Worth 
£6.95 of anybody’s money. 
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ARCHON 

Electronic Arts/Ariolasoft 
48 k cassette £11,95 
48k disk £14 95 
1/2 players 
Joystick(s) 

ARCHON has been available for 
quite some time on import, at import 
prices* but is now being marketed in 
the UK by Ariolasoft on both cassette 
(previously unavailable) and disk so it 
is worthwhile taking another look at 
it 

ARCHON is a unique sort of game. 
Whilst the basic theme has been bor¬ 
rowed from mythical folklore* the 
game itself offers a whole new concept 
in computer programs combining the 
strategy of conventional board games 
such as chess with the high speed 
action associated with arcade style 
games. 

There are two sides - the Light and 
the Dark - each containing 18 pieces 
or 'icons’. These take the form of 
legendary creatures such as dragons, 
unicorns, basilisks, manticores, trolls, 
bans h ees a n d sh apesh i fters. Th e sides 
are balanced in strength but are not 
identical. Each icon has its own dis¬ 
tinct weaponry and attacking strength 
and therefore some icons are superior 
toothers* The most powerful icons are 
the Wizard, who leads the white side 
and the evil Sorceress who commands 
the forces of the Dark side. 

The board layout is very similar to 
that of a chessboard with certain 
interesting differences* Whilst some of 
the board squares retain their normal 
black or white colouring for the dura¬ 
tion of the game, other "luminance 1 
squares alternate back and forth bet¬ 
ween varying shades of black, grey 
and white. As icons have a power 
advantage on squares of their own 
colour, the luminance cycle must be 
closely monitored so that you can 
attack your opponent when the square 
is in your favour. 

There are 5 red "power points 
situated at strategic places on the 
luminance squares These heal injured 
icons and also protect them from the 
effects of magic spells. To win the 
game, a player must destroy all of his 
opponent's icons or occupy all 5 
power points with his own icons. In 
practice, the latter option is the more 
difficult of the two. 

All movem ent is joystick controlled. 



The icons are moved with the aid of a 
"target frame and their movement 
from square to square is along the 
same lines as chess but also depends 
on whether the icon involved is a 
‘Ground' mover or 1 Fly 1 mover. Fly 
movers can jump over occupied 
squares whilst Ground movers 
cannot 

Sounds fairly routine, maybe even a 
little boring so why has Archon 
received so much praise? Well 
ARCHON didn’t gain its reputation by 
being a mere chess clone. The fun 
begins when you invade a square 
occupied by an opposing icon. You 
don’t automatically claim that square 
as you do in chess, you must fight for it 
first! 

When two icons come face to face 
on any square on the strategy board, 
that square immediately pans out to 
fill the entire screen and forms the 
Combat Arena. It is now a fight to the 
death with the victor gaining the right 
to occupy that square on the board, 
Various moving obstacles add interest 
to the arena battles but they are also 
pretty useful for dodging behind in 
order to escape your opponent’s miss¬ 
iles, The Wizard and the Sorceress 
can call up a number of different spells 
in order to enhance the enjoyment 
and playability of the game. The indi¬ 
vidual spells can only be cast once, so 
it is best to use them wisely, 

The graphics in ARCHON are truly 
outstanding, particularly in the com¬ 
bat arena where the icons fairly ‘come 
alive’. A word must also be said here 
about the packaging which is of a very 
high standard and includes a well- 
wri iten and thoroughly absorbing 
instruction booklet* complete with 
many game diagrams and drawings. 

ARCHON can be played either 
against the computer or a human 
opponent, The computer plays a 
reasonable game but tends to be 
somewhat predictable and, after a 
short while, becomes rather easy to 
beat An "adept 1 version is now avail* 
able in the States where the computer 


plays a much slicker game, however the 
game only really comes alive when 
you play against a friend. Two player 
ARCHON is the meanest head-to- 
head confrontation this side of Middle 
Earth. If you haven't already bought it, 
then do so now. You won't regret it, 

MULE. 

Electronic Arts/Ariolasoft 
48k cassette £11.95 
48k disk £14.95 
1/4 players 
Joysticks) 

MULE is a strategy game based 
loosely on the game of "Kingdom'. It 
puts you and up to three fellow players 
(although the lack of extra joystick 
ports on the XL and XE restricts this to 
only one other player) on a barren 
alien planet and it is up to you to settle 
on a plot of land and develop the 
planet's resources. Your goal is to 
make as much money as possible and 
amass the greatest number of points 
in order to gain the title of "First 
Founder'. To do this you must buy, sell 
and trade your produce. You are 
helped (and even hindered!) in your 
task by a mysterious mechanical 
creature known as a MU.LE. 
(Multiple Use Labour Element). 

At th e outset yo u c a n c h oos e from 8 
different game characters with odd¬ 
ball names such as Ronzoid, Gollumer 
and Flapper. Each character has its 
own particular skills and capabilities 
and you must use them to their best 
advantage. During your daily toil you 
will be handicapped by random events 
like planet-quakes, add rain* pest 
attacks and even runaway M. U. LE.'s. 
You can t plan for them but they all 
add extra enjoyment to the game, 

There are ways to make a fast buck 
other than working such as paying a 
visit to the pub or catching the Wampus 
who lives in the caves (he’ll pay you to 
let him go) and, in the higher levels* 
mining the valuable "Crystite 1 mineral. 
At the end of the day though, success 
depends upon your exploitative 
skills. 

All events are represented graphi¬ 
cally with lots of fine animation and 
good use of colour, The sound effects 
are excellent too, particularly the 
catchy title music, The packaging is up 
to Ariolasoft's usual standards and 
comes complete with a comprehensive 
18 page manual. 

It is difficult to do a game of such 

PACE 6 - Is&ue 1 8 45 













complexity proper justice in a short 
review. It wont appeal to everybody 
but if you are tired of arcade-style 
games or never liked them in the first 
place; then you’ll find NLLLLE. one of 
the most fascinating and imaginative 
games available anywhere. 
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MURDER ON THE 
ZINDERNEUF 

Electronic Arts/Ariolasoft 
48 k disk only £14.95 
1 player 
Joystick 

Fancy a game of Cluedo? This 
strategy game from Electronic Arts is 
more or less an enhanced version of 
the popular Waddington board 
game. 

The plot reads exactly like an Agatha 
Christie ‘whodunnit’ and goes some- 
thing like this: The year is 1936 and 
the luxury airship ZINDERNEUF is 
flying 5,000 ft above the Atlantic 
Ocean on a voyage from London to 
New York. There were 16 passengers 
on board when the ZINDERNEUF left 
London but now one of them has 
been brutally murdered. You play the 
part of the detective who has the job of 
solving this hideous crime and you 
have just twelve hours (36 minutes of 
real time} in which to do so. 

You begin by choosing your detec¬ 
tive character from a list of eight They 
are all based on famous fictional det¬ 
ectives but their names have been 
altered slightly to give them a comical 
appearance. Thus Inspector Cluseau 
bee o mes Insp e ctor Klutzea u, H ercul e 
Poirot becomes Achille Merlot Miss 
Marples is Agatha Marbles and so 
on. 

The screen display is a plan view of 
the passenger section of the ZIN- 
DERNEU F and you use the joystick to 
guide your detective round the many 
rooms and corridors of the airship, 
searching for clues and passengers to 


interrogate. 

You may question the passengers 
in a number of different ways and your 
approach is all important as it deter¬ 
mines how the passengers will react If 
they like your approach you may 
glean some worthwhile information 
from them but if they don’t like it they 
may tell you to 'Take a hike' or 'Jump 
in the lake 1 ! By carefully studying the 
clues and various pieces of verbal 
information you should be able to 
come to a logical conclusion as to the 
identity of the killer. You then present 
your‘final accusation whereupon the 
murderer's true identity is revealed 
a!o ng with th e ir re a sons for committi ng 
the crime. If your accusation is correct 
you are then awarded a rank based on 
how well you solved the crime. If it is 
incorrect all you get is a torrent of 
abuse! 

Once again the game packaging is 
first class and the instruction booklet is 
a riot. Reading it is almost as much fun 
as playing the game. If you are looking 
for a game that exercises the brain 
rather than the trigger finger why not 
take a tri p a boa rd the ZINDERNEUF? 
It beats playing Cluedo anyday 

ONE-ON-ONE 

Electronic Arts/Ariolasoft 
48k cassette £9,95 
48k disk £14.95 
1/2 players 
Joystick(s) 




If you follow the sport of basketball 
American style, you will be familiar 
with the term 1 one-on-one 1 . For the 
uninitiated it simply means one against 
one and in this sports simulation you 
can enjoy a basketball shakedown 
against the computer or a friend. 

The game itself was written in con¬ 
junction with American pro-basketball 
players, Julius Erving and Larry? Bird 
and you have the option of controlling 
a computer version of either player. 
Several difficulty levels are selectable 
at the start of every game, ranging 
from ‘Park and Red (easy) through to 
'Pro- 1 [very hard) and you can also set a 
number of game parameters to choose 
a timed game with four quarters of 
play or to play to a set score, and to 
have winners out’ or‘losers out' after 
a score is made. If all these terms 


sound like double-dutch to you. don't 
worry as they are clearly explained in 
the instructions enclosed with the 
program. 

The actual play centres around one 
end of the court only. Joystick control 
of your player is surprisingly easy and 
all offensive and defensive manoeu^ 
vres such as dribbling, spins. jum]> 
sho ts. stea Is a n d b 1 ocks a re ca rri e d o ut 
with a combination of complicated 
joystick and firebutton commands. 
Graphics are excellent with some of 
the slickest animation you are ever 
likely to see. 

Foul plays are catered for in the 
higher levels of play with the referee 
putting in a regular appearance to 
make sure justice is done. There is 
even a 'fatigue’ element built in to the 
game and bar graphs at the bottom of 
the screen indicate how strong/ 
fatigued your player is. When things 
get critical you can take a dime out’ to 
restore your player’s flagging 
strength. 

ONE-ON-ONE is another game 
which is best played against a human 
opponent (the computer is just too 
damn good!). 1 would have preferred a 
full blown basketball game with two 
separate teams rather than single 
players but this is certainly a worthwhile 
alternative. 


HARD HAT MACK 


Electronic Arts/Ariolasoft 
48k cassette £9.95 
48k disk £12 95 
1 player 
Joystick 



The version I reviewed in issue 16 
w r as an import which was available on 
disk only but now ARIOLASOFT 
have made the game available on 
cassette. It is still the same game 
though and faces stiff opposition from 
the many other platform games 
around, 


Also received for review 

STRIP POKER from U.S.GOLD, 
64k cassette or 48k disk at£9.95 
or £14.95. 


Reviews next issue include RED 
MOON and WISHBRINGBR 
Adventure fans should not miss 
it! 
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METACOMCO 
& THE ST 


Metacomco is a name much in the news recently for its work 
on Commodore's Amiga but this conceals a much longer 
history within the personal computer market One of their 
earliest major software projects was working with Digital 
Research (of CP/M fame) on what became Personal BASIC 
which will be the STs BASIC. Since that time, Metacomco has 
developed TRIPOS, a multitasking OS (the core of the Amiga 
OS) as well as a formidable array of languages and develop¬ 
ment tools - ISO Pascal LISP, RCPL editors, linkers and much 
more, 

QL users will already be familiar with Metacomco 1 5- Editor/ 
Assembler package as well as an excellent ISO PASCAL so it 
sh oul d com e as no surpri se th at th ey are prod uci n g a full ra n ge 
of languages and development tools for the Atari 520 ST. 

The first and most essential, release is a Screen Editor which 
allows easy development of source code with its range of 
immediate and extended commands. One slight disappoint¬ 
ment is the installation on GEM which is of the ‘TGS takes 
parameters’ application type rarher than a full integration into 
the GEM environment although this proves to be no handicap 
in operation. The default text buffer is 16,500 words (approx 
60 K) which should be sufficient for most applications but may 
be increased if required. The Immediate mode allows quick 
and easy movement around the screen whilst entering text and 
editing with the extended mode gives access to a useful range 
of facilities covering block control movement search and 
exchange, altering text and repeating commands 

The next release should be a full feature 68000 Assembler 
(currently in Beta test) which will incorporate the Editor (as 
should the other language packages). When I spoke to 
Metacomco about the Editor, I was assured that initial pur¬ 
chasers of this package would be able to obtain some adjust¬ 
ment in price or similar if purchasing a simitar package 
incorporating the Editor, 

Future releases include a full ISO standard Pascal which wilt 
produce native code. Lattice C (a very powerful 16-bit K&R 
implementation with extensive libraries)* BCPL (also a very full 
and powerful version) and LISP (Cambridge, an implementa¬ 
tion previously available only on mainframes and mini’s). By 
themselves, this range of software would make the ST a very 
powerful software development system buf combined with a 
price tag of under £100 per language package, Metacomco 
make the Atari ST into the most powerful system for under 
£1000. To illustrate this point a little further. Lattice Cave rages 
around£400 for any other 16-bit machine and I believe a Mini 
or Mainframe Cambridge LISP would cost well into four 
figures You will be able to b uy both pi us a 52 0ST and sti 11 have 
change from £10001 

There is a note of caution though. Don’t expect to see large 
numbers of entertainment packages suddenly appearing, The 
first releases are unlikely to make use of more than a fraction of 
the machine’s capabilities as it takes time (lots of it) to develop 
Software using the best part of half a megabyte of memory in an 
efficient manner. It’s all too easy with sloppy coding. Atari have 
provided a very powerful machine and Metacomco are pro¬ 
ducing a powerful set of tools for using it but if $ up to software 
houses and individuals to get the best from the machine 

Lawrence Miller 
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. . , with the Multi-Viewterm/Daiatari 
modem serial interface plus software 
package from Miracle Technology. 

This unique comma package gives 
ATARI* users full Presteb facilities, 
including graphics, and allows access 
to Micronet*, Viewdata systems, telex, 
electronic mail, bulletin boards and 
databases. Datatari handles baud 
rates of 1200/75, 75/1200,1200/1200, 
300/300, 850 Interface not required. 

For models 400, 800, 600XL, 8Q0XL, 
G5XE, 65XEM and 130XE used with 
suitable modems, 

To get your ATARI on-line, all the way, 
clip the coupon today, 


Please send me 

T! Multi-Viewtenri/Daiateri packages @ csq.qs 
ine VAT -f £1.15 UK p/P. 
f I i enclose cneque/pcstal order 
□ Charge my Access/Visa card no: 


expiry date 
Name . . . 


FULL 

PRESTEL 

FOR 

ATARI 

USERS! 


Ad d resa 



Postcode 


server to: 

Atari Support 4, Miracle Technology (UK!' Ltd. 
St Peters Street. Ipswich IRl 1X6. 

Tel 0473-S03C4. 

,n os d traac nr,Hj1is<iril-Hj.cc"Tpan‘!!5-CDr>c*n*d 
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Games 




El 

YC 

UH 

EB 

IV 

EN 

MM 

LN 

JH 

VM 

HG 

GX 

0V 

ES 

YF 

KO 

BY 

HH 

YL 

TJ 

III 

DU 

AB 

EG 

CH 

IK 

FA 

KB 

UK 

MX 

RH 

JH 

OB 

PC 

ZV 

G5 

TM 

50 

EE 

UF 

OK 

BK 

Z5 


NO 

0 J 
AY 
RO 
DH 
UF 

kf it 


REH mCKMUKK l UiMUMM KMBH(MMllim ( WWKMHWB 

REM * BLITZ * 

REM * by A . 5 .OEHONEY * 

REM M -----“— * 


PAGE 6 MAGAZINE - ENGLAND * 
tKMMKHMHKlCMHMMKTIKKWHXWKKWHIKlfK 


REM * 

REM *3 
REM 

RESTORE 3Bfl«0:GQ5UB 24000 

10 GRAPHICS 0 1 POKE 752,I:FV5IT10M 14,1 
017 '"PLEASE HAIT" 

11 SE T CO LOR 2,?,9l5ETCOLOR 1,O,0;5ETGO 
LOR 4,3,8 

12 G05UB 2BBO B:FOR T-53428 TO 53251 IPO 
KE TT,O THEKT I 

13 G05L1B SBOB;? "H 1 * 

IS GOSLHJ 7000 ; 5C=B T B5 —4 ; PP-3 

IB 7 M K":POKE 82,2iP5P=5P»2 

17 POKE 53248,150 SPORE 53249,70!POKE 5 

3250,110 

20 Y=2l !? n N*‘ ! 5-0 

Zl COLOR 93iPLOT 8,l±DRAHTO 39,JL:PL0T 
39,1 

25 POSITION 4,9:? " < < < E11IB > > > B_";P 

P 

Z& HS=5TR$<HXSC3:PQ5ITX0N 26-CLEHtHSl- 
13,0:2 ’’HISCORE^”; HISC 

27 PK=250:POKE 53251,PH 

28 POSITION 15,22:? "A'Cti '*;SC; 

30 FOR T = 4 TO 32 STEP 2 

40 FOR G = 0 TO HI + tRND£03*03-4 
5 9 V=Y-l! POSITION T , V : ? 

50 NEKT G:POSITION T,Y:? " + ** 

70 Y=21:NEKT T 
88 FOR T-5 TO 33 STEP 2 
SO FOR G—0 TO MI+tRNO£0lM6>-3 
ISO V = Y-± I POSITION t,y:? 

HO NEKT G: POSITION T , Y ; ? ,, =" 

120 Y=21INEKT T 
125 SOUND 0,255,12,0 
130 K=1:V-3:TRAP 300 
135 REM iyTFTtTMNilire 

140 POSITION K,VJ? '» ,,7” 

141 IF STRIGC03=® AND B0MB=O AND Y<1? 
THEN GO SUB 1000 

142 IF B0MB=1 THEN GOSUB 1020 

143 IF K>=29 AND Y=19 THEN GOTO GOOO 
145 IF 5—1 THEM SC—SC+lfl; POSITION 21,2 

2 !? sc; 

148 PK-PK-PSPiPQKE 532S1,PK 

150 H=K+SP;IF H>=35 THEN K=6!Y-¥+1:PQS 

ITIDH 35,Y-1:? " 

166 LOCATE H+4,Y,D1IF D(>32 AND D<>35 
THEN GOTO 10000 

170 IF STICK£03=14 AND Y>3 AND PP>0 TH 
EH y = V~1 : POSITION H, Y + l : 9 " 11 ; SOUND 

1, 100,14,15:GOSUB 590 
180 GOTO 140 

300 TRAP 308:PX-220:GOTO 148 
500 PP=PP-i:POSITION 29,0:? PP 
SIS SOUND 1,0,0,9:RET URN 
90S REM riTira:»ll'l'I=IHri:JJ 
1000 BCMB=i:BCH=B 
lain ru-u« i ■ n v —v +- t ■ DF T II DH 


This game is a version of one of fhe the classic computer 
games and will run on any Atari 

You are the pilot of an old bomber flying low over a 
deserted city. Suddenly one of your engines fails and you 
begin to rapidly lose height The situation looks hopeless 
when you suddenly realise that you have a full bomb bay! 
Your only chance is to bomb all the building s flat so that 
you can land safely. If you land safely you are awarded 
1000 points before going on to another city. The buildings 
will be higher and your bombs will become less effective. 
To make things a little easier you have on board 3 
emergency boosters which will provide some extra height 
You will be awarded an extra booster after clearing each 
city. 

The program is written using Graphics 0 which only 
permits 2 colours. To make the game more interesting 
Players have been used to form the sun, clouds and an 
extra plane. 

The effects used in the title page are achieved using the 
Colourflow program from issue 14 of PAGE 6. When you 
crash, the whole screen appears to shudder which is done 
by scrolling the screen up and down. The game also awards 
ratings and includes a hi-score feature. 

Happy Landings, 
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LF 


YK 

LP 

TH 

GN 

AB 

DU 


Alt 

HT 

IB 

AH 

DO 

KI 

BZ 

JH 


II 

UK 
KK 
5J 
PF 
U Y 
PG 
UU 

EH 

Si 

IK 

UU 

YS 

US 

EP 

RK 

UI 

VF 

MB 

UR 


US 

AR 

PA 

SW 

HG 

HJ 

AH 

KQ 

JU 

GH 

RH 


LG 

PF 

OF 


JH 


TI 

AA 

DU 

UU 

FH 

BH 

□ M 
RH 

LU 

EH 


1820 IF BY>=16 THEN POSITION BK , B¥l? ■■ 
" : B OMH = 0 : bCh-f) ; SOUND 1,0,0,0 ?5 = 0 ; RE TU 

RN 

1021 BY=BY*i 

1623 IF 5=1 THEM SOUND 1,30,8,7:5=0 
1025 POSITION BK,BV:? "B" 

1626 POSITION BK^BV-li? " ** 

1O30 LOCATE BH, BV + 1, BD 

1040 IF BD 0 32 THEN BCM=BCH+1 I S=A ! IF B 
CH>B5 THEN QCH-0 ! BQMtt = © ; POSITION BK, BV 
i? 14 **S 5 — 0 I SOUND 1,8,8, B : RETURN 
1060 RETURN 


HELL DONE 


6000 SOUND 0,0, 0 , O:SOUND 1 , 0 , 0,0:BOMB= 
O:6=0 S BCM = 0 ECITVUCITY + I 

6005 IF CITY=4 THEN GOSUB 130O0JCITV=1 
6010 POSITION 12,18:? "CONGRATULATIONS 

t it 


6015 IF HI>=Ii AND BS>4 THEN BS=BS-i 

6016 IF MI>11 AND BS<5 THEN SP = i 
6OZ0 FOR T-1 TO 40 ESOUND i,205-TT»23,a 
t 15iSC=SC*25iPOSITION 21,22:? SC;:SOUN 
D 1,O,0,O5NEWT T 

6030 FOR T=1 TO 150:MEKT T;IF HI<12 TH 
EN HI^HI+Z 

6046 PO SITION 11,11!? « GET READY * " 

605O FOR T=1 TO lOOiNEHT T 

6060 GOTO 16 

6777 REM fJg-VJ4^1 

7000 P=PEEK(1065-8 

7000 RESTORE 7070 

7010 POKE 5427S,P:PMB=P»256:POKE 557,4 
6 

7O20 POKE 5327?j3 
703O POKE 704,30 

7058 FOR T = P MB+512 + 35 TO PMfl+512+42 

7B60 READ AiPOKE T, A :NEKT T 

7076 DATA 60,126,255,255,255,255,126,6 

e 

7030 POKE 705,14 
70S6 POKE 53257,3 

7100 FOR T=PMB+640+5B TO PMB+640+57 

7110 READ A: POKE T,AiNEWT T 

7126 DATA 60,126,255,255,255,255,126,6 

0 

7130 FOR T=PMB+766+42 TO PHB+76B+47 

7140 READ A;POKE T,A:NEKT T 

7150 DATA 16,56,124,255,62,24 

7155 POKE 706,14!POKE 53250,3 

7166 PK=250:POKE 53251,PH 

7170 POKE 707,62:POKE 623,0 

7160 RESTORE 72B0;F0R T=676+PMB+45 TO 

876+RMB+52 

7170 READ A:POKE T,A;NEKT T 
7206 DATA 12,25,51,254,40,24,12,4 
7210 RETURN 


|RA TINGS 


6000 FOR T-53 24fl TO 53251 
6010 POKE T,0:NEKT T 

5020 SOUND 1,0,0,0? SOUND 0, 0,0,0:5ETCQ 
LOR 2,7,6 
6030 ? "K" 

8035 IF SP = i THEN 5C=5C*1800 

0B40 IF SC<7O0 THEN AS="USCLESS i *: GOTO 

620O 

0050 IF SD<2D00 THEN AS="POOR"! GOTO 82 

00 

©050 IF SC<5508 THEN A$ = **LEARNER" 1 GOTO 
B20O 

6070 IF SD<8 BOO THEN AS="NOT BAD ! ** ; GOT 
O 8 200 

saeo if sc<s 00 o then a$= m hot stuff! m :g 

0T0 8200 

8O70 IF SC <12000 THEN AS="EKCELLENT !"l 
GOTO 6200 

6100 IF SC< 1 7600 THEN A$ = ' 1 A-C E ! " ! GOT 0 6 

200 

8110 A$—“BRILLIANT?! M 

0115 IF SP=± THEN SC=SC-1800 

6200 POSITION 6,6;? "YOUR RATING ISi " 

; a$ 

6210 POSITION 6,6:? "PRESS HUH TO CO 
NTINllE" 

8220 IF PEEK C53277J 06 THEN GOTO 0220 


-/ tttt OB 

CCCEIttClEt * 

FLY YOUR HORLD HAR II" 
BOMBER OVER THE DESERTED" 
CITY AND TRY TO BOMB ALL*' 
THE BULDINGS SO YOU CAN" 
LAND SAFELY** 1 


AU 6230 GOSUB 7006 
AH 8240 RETURN 
HB 6777 REM MIMliTliaWiTB 
OJ 7000 ? <■*" ■ HI=5 ; SP=1: POKE 62,6 
T-53246 TO 53251:P0KE T,6:NEKT 
RN 7005 POKE 557,0 
RL 701O ? " 

AS 7026 ? " 

MC 7036 ? “ 1 
00 7040 ? ** 

AM 7050 ? " 

YG 706O ? 11 
KP 707® ? 11 
RG 7080 ? "* 

01 7061 ? "* 

GV 7082 ? "« 

TH 7863 ? "» 

OG 7084 ? "K 
UN 7085 ? "N 
CO 7886 ? "* 

UL 7087 ? "* 

KM 7080 ? "* 

MM 7807 
ZO 7070 
YH 7100 
GI 7110 
SP 7129 
YP 7130 
OK 7131 
AP 7140 


? : FOR 

T 


AFTER EACH SUCCESSFUL 
LANDING YOU ARE AHORDED 
A BONUS BEFORE GOING ON 
TO A HARDER CITY 


_■ I 

_11 


<THE BUTTON BOMBS> 

PUSH THE JOYSTICK UP TO -*■ 
FIRE OFF YOUR 3 EMERGENCY-" 
BOOSTERS FOR MORE HEIGHT! — 11 
"*= speed :fast: ( rim?rri > 

-H 

"M- TO HE R S ;LOH ! -■« 

**N-T f rrl" 

*■»-* press amn to play «--* 

■*»-*- -!§_>» 

* N-N-K -*-**-• * ■ 

BP 7145 POKE 557,46 
MG 7150 COH=PEEK(532771 
DY 7155 IF C0N = 6 THEN RETURN 
MS 7160 IF C0H=5 AND Hl=5 THEN MI=1B:POST 
TION 17,17:? "HIGH**: GOTO 7210 
OS 7170 IF C0N=5 AND HI=7 THEN MI=5:POSIT 
ION 17,17:? "LOW 11 : GOTO 721® 

NT 7180 IF CQN=3 AND SP=1 THEN Sp=Q,5:P0S 
XTION i7* 17:? "SLOW" :GOTO 7216 
DE 7170 IF C0N=3 AND SP = 0.5 THEN 5P=1:P0S 
IT I ON 17,17:? ''FAST** ! GOTO 7210 
CR 720O IF CQM=6 THEN RETURN 
UG 7Z10 FOR G=A TO 10iNEKT G:GOTO 7150 
KU 7777 REM rrirTTTTTH!U 

PY AO000 POSITION K, Y : ? tt6; ** , ./**: SOUND 8 
,0,0,0:BOMB = 0 
NF 1O018 GOSUB 11500 
AJ 10O12 FOR G=i TO 56SNEXT G 
LH 10015 SETCOLOR 2,7,8 
EF 1O016 IF SOHISC THEN HI5C=5C 
UL 1002O GOSUB 8000iSC=0:PP=3 
QZ 1OG40 ? ,, N* l :G0T0 16 
EH 11016 IF SC>HI5C THEN MlSCi=SC 
KM 1150O FOR 5=15 TO 3 STEP “2 
GC 11520 K=<S/IJ+0.2 

OB 11538 FOR T=32 T0 2® STEP ~K!POKE 560, 
T:SOUND 1,100,0,S 
RL 11540 SOUND 1,60,6,5 
AH 11545 SETCOLOR 2,T,T 
LH 11550 NEKT T 

HH 11560 FOR T=Z8 TO 32 STEP H:POKE 560,T 
:SOUND 1,60,6,S 
BE 11565 SETCOLOR 2,T,T 
ME 11570 NEKT T 

LH 11560 NEKT S 

DU 11570 POKE 550,32 

YZ 11680 FOR T=3 TO 9 STEP -0,1 

YN 11610 SOUND 1,T»7,8 P T 
LR 11630 NEKT T 
DU 11700 RETURN 
UB 12 77 7 REM [J!il-T iTiLWJ-) 

UU 130OO FOR 0=1 TO SO!NEKT D 

DT 1301O PP=PP+l 

AK 13620 POSITION 20,0;? pp 

UZ 13030 FOR T = 15 TO 8 STEP -0,5:SOUND 1, 
40,16,TiNEKT T 

WK 13840 FOR D-1 TO 50;NEHT D 
DK 13050 RETURN 
KH 17777 REM 

LU 20O00 DIM DEFS S26J ! DeF$ = iS = -+«, , O Cl 
12 34 567870[_!"■DIM AS £30* ,H7C105 
EH 2001O START= (PEEK 11063-054-256 : rdl = 5734 
4:FOR 1=0 TO 512:POKE START+I»PEEK(RDL 
+IJ:NEKT I 
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WATCH OUT SOUTHEND-ON-SEA! 

MIKES COMPUTER STORE 

OPEN SOON 

Watch local papers' Evening Echo* and 'Yellow Advertiser* for 
details of your new local ATARI specialist. 


BLITZ continued from page 49 


J E Z0O15 RESTORE 20050 JG 

NN 20820 FOR I~1 TO 26:P05-5TART+CA5C£DEF YU 

S Ell 1-323 *8 : FDR J = 0 TO 7iREAD AlPDKE P JN 

05 + J ,A:NEKT JlNEHT I 

5U 20050 FOR I~32 TO 39:PQKE START+I,255- NH 

PEEK £R*>i +S> : NEH T I;POKE 756*START/Z56: VH 

RETURN AE 

GB 20050 &AT A 24,60,126,255*255*255*255,2 AU 

55 OF 

RJ 20060 & AT A 255,255,255,129,129,129,255 I4T 

„ 25 5 

H5 2O07O DATA 24,24,60,60,102,126*195,255 DT 

LI 20000 DATA 137,255,145,255,137,255,145 

,255 JR 

EE 20050 DATA 32,48,56,63,63,31,0,0,0,24, 

36,255,51,255,0,0.0,32,32,160,224,160, WL 

32, 32 

IU 20100 DATA 255,24,60,102,66,126,102,60 GF 

BC 20156 DATA 124,138 , 192, 124,6 , 198,124,0 GA 

KE 20157 DATA 0,124,138,128,128,128,196,1 KH 

24 

55 20150 DATA 124*138,130, 130*130, 130,124 ER 

, 0 

MA 20153 DATA 0,252,134,134,252,240,156,1 YA 

34 

GG 20160 DATA 252,134,120,240,132,134,252 

jr 0 fiF 

OF 20161 DATA 24,50,24,24,24,24,60,0 GT 

JY 20162 DATA 124,150,134,12,56,38,254,0 MH 

LZ 20163 DATA 124,136,2,30,2,156,124,0 PL 

fIG 20164 DATA 6 0,56,192,152,222, 124,24,0 DU 

ZR 20165 DATA 254,126,128,252,6,196,124,0 BH 

YY 20166 DATA 124,230,192,252,198,198,124 KO 

,0 

BP 20167 DATA 126,198,12,24,48,48,48,0 FP 

LL 20168 DATA 124,198,190,124,198,198,124 

, O BH 

IH 20169 DATA 124,198,198,126,6,198,124,0 
YH 2017O DATA 124,198,138,146,162,198,124 UN 

j 0 

LH 20180 DATA 255,0,255,0,0,0*0,0 QY 

EJ 20190 DATA 0,0,0*60*0,60,0,0 DP 


20200 DATA 0*0*170.0*170,0,0,0 

23999 REM J14K JTrfj 

24000 GRAPHICS 0;5E?COLDR 2*3,6l5ETC0L 
OR 4,1,8 

24005 5ETCJ3LQR 1,0*12 
24010 POKE 752,1 
24O20 POKE 82,3;? :7 ;? 

24030 7 j 7 ” A . 5. D Presents. , . ,l 

24040 7 ; 7 

24050 7 11 


24060 ? 

Vfi 

24070 7 

f" 

24080 ? 


24090 7 
24100 ? 
24110 7 


|AW EKPL05IUE EHPERI 


24130 COLOR 148:PLOT 0,0:DRAHT0 39*OlD 
RAHTO 39,23:DRAWT0 0,23:DRAWTO 0,0:PL0 
T 0,0 

24250 POSITION 0,19 

24260 ? ■'+ — PRESS <9EHD>—" 

24270 GO SUB 30000 

24280 SOUND 1,0,0,0;BOUND 2,0*0,0 

24500 RETURN 

29999 REM [,ij>W*H.liUWgl 

30080 FOR D—1536 TO 1558;RFAD M i POKE D 
,M:NEHT D 

30810 DATA 104,173,11,212,101,20,141,1 

0 

30020 DATA 212,141,24,208,173,31,200,2 
01,6,240,3,76,1,6,96 

30025 SOUND 1,240,10* 6:SOUND 2,242,10, 
6 

30030 A=IISR £15362 
30040 RETURN 
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Issues 1 - 6 ( 8 + 9,l 1 SOLD OUT 

Issue 7 £1.00 Inc. postage 

Issues 10 onwards £1.20 inc. postage 

Overseas readers please see page 3 
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Flight [if tJi<' Swan 
Cdmebl 
Bomb f'fupf 
Bull Ant* 

Music Maker 
1020 Printer Fla nd ler 
PMG in Mackinn Cndi 1 
Music Reviews 
Adventure Column,... 


* -?<*p 


% 


V v 


At 




Issue 7 
Slats 

Seasons Grueling* 

Grubs 

Going inr ii Drive 
BUGS 

Atari Bask Sourcebook 
Vihur Own Bulletin froard 
First Steps 
Laigeprint 


Issue 10 - Ad venture Special 

AcLvc-ntureliind 

Scott Adam u 1 uim 1 Ll'w 

Atari Adventures 

When AH Else Fails 

HOUSE OF SECRETS 

Diamonds 

Spinner 

Screen Colnur 

... plus the Usual feature* 

Issue; 12 

Rescue Mission 
Gangsters 
Vanuit 2. 

Renumber 
Indus GT Review 
Bookmarks 
D-L Y Disk Box 
Hardware Facts 

plus the regular eolucem* 


Issue 14 

Counteraction 
Supply Blaster 
Crossword Creator 
TYPO it 
Access III 
Rainbow Start 
The Golden Baton 
First Steps A-2 of BASIC 

Issue 15 

Tlie Wanderer 
Kanga 
Tick lock 
.Autocar 

THE BOOSTER 
Hayei Missile Graphics 
HXlHTs 

Going Stateside 
... reviews and more 


Issue 16 

Black Box 
FREEWAY AC El 
Draught*. 

Turn The Tables 
Autocar Graph 
130 XL Reviewed 
.Atariwilter ami the 1027 
.... 63 books levlewedl 

Issue 1,7 

Kenum 

Shooting Gallery 
X-Y-Zap 
Inlay Cards 
CASTLE MORGUE 

Matthew's Label Maker 
Anrlc 4/5 Tutorial 
Superscript Review ... and tnoted 



DUST COVERS 


LknVt risk a breakdown of you precious equipment through 
dust or spilt coffee! Protect all of your equipment with a 
custom made dust cover. Natural PVC with a brown or black 
trim * easily folded away when your equipment 1$ In use. Easily 
fitted with all peripherals, joysticks etc. in place. 


520ST 4.95 

3W” SF354 Disk Drive 2.95 

Stacked 3W r Disk Drives (2) 3.95 

SM124 Monochrome Monitor 4.95 

400/800/600X17800X17130 XE 3,95 

4l0 Old Style Cassette 1 2,95 

410 New Style Cassette 2.95 

1010 Cassette 2.95 

810/1050 Disk Drive 3.95 

1020/1027/1029 printers 3.95 

Other printers (to order) 4.95 

'old style does not have a pause button. 


Some popular printer covers are held in stock but most can be 
obtained to order. Please state type of printer. 


DISK INLAY CARDS 


Keep track of your 
programs easily and 


Disk insert cards. 
Pack of 25, 


PAGE 6 BINDERS 

with FREE index! 


NOW AVAILABLE! Superb binders to keep all 
your copies of PAGE 6 in mint condition. Each 
hinder holds 12 issues securely and safely. Fora 
limited period each binder will come with a 
comprehensive index to the first 12 issues of 
PAGE 6 completely FREE! Turn your PAGE 6 
magazines Into a permanent reference 
collection. 

Binders £3.95 EACH plus 30p p&p each. 


THE PAGE 6 LIBRARY 


Available to subscribers only, thy PAGE 6 LIBRARY 
\s d fine collection of Public Domain programs from 
around the world Hundreds of user-written programs 
(including machine-code] at very little cost Available 
on disk only. Send a stamped addressed if you have 
not had current details. 


£1.00 each pack inc. postage. 


ORDER ALL ITEMS ON THIS PAGE FROM 
PAGE 6 MAGAZINE 
P.O.BOX 54, 

STAFFORD 
ST16 1DR 

Please make cheques payable to PAGE 6. 
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WRITE A GAME! 


By now you should all have the complete 1 A-Z of ATARI 
BASIC, and I hope that you forgive any mistakes that 
occurred between my keyboard and the final copy. 

The Editor and I have been discussing how best to follow 
this set of articles and he has talked me into trying to write a 
game, a section at a time, to illustrate BASIC and tnyofumg 
reader’s participation. This sounds easy until you sit in 
front of a blank screen but one reader has come to my 
rescue. Albert Bidwell recently asked me how to write a 
noughts and crosses game and I have decided to use this 
game to explain some of the commands that were in the' A- 
Z. The examples used will follow most of the rules of 
programming, but will deviate where necessary so that it is 
easier to explain. I hope that lean keep this set of articles on 
a simple level to introduce the beginner to programming 
I hope that you are not sitting back saying, ‘Oh great - a 
free gamer. I warn you here and now, /am expecting lots of 
response from the readers and if I don’t get it the project 
may be doomed. I want you to improve the program in any 
way you can and send me your ideas and your own 
programming examples to illustrate how the game should 
be improved. Letters should be sent to me as soon as 
possible to give me time to set up the next article. You can 
still contact me direct with any problems but do enclose an 
SAE if you require a reply, 

As the next issue will be early for Christmas the re will not 
be time to include your ideas in the next column but I would 
like to hear from as soon as possible so I can plan ahead 
Remember though, without your response the column is 
doomed! 


EI 
MR 
Eft 
IK 
EM 
H5 
□ D 
UT 
VI 
MH 

nz 


EI 

KB 

HR 

HU 


00 


Ht> 

GB 


AM 


KR 
A J 


DL 


1 REtf MMMMttUKK K KMWMKM I t MMKMMM HWfcHHKKKH 

2 REM * FIRST STEPS - WRITE A GAME * * 

3 REM »------— * 

4 REM * PAGE 6 MAGAZINE - ENGLAND * 

5 ffEM MWWKUHLWfcMMMHK H WMMWttK MXMMMKWK B KK 

9 REM *r*r* sex up intro screen. 

% & GO SUB 5010 

90 REM Main sequence, 

999 GOTO 999 

saeg hem jhh* Sfrt up intro screen, 

SOI® GRAPHICS liPOKE 559,0SPQKE 710,0: 
DIM A$ C1Z1 ,6$C12T,05 tU iCMPTR = 10 
SOB : C =0 : CO—C : COUHT-C iKS~ ,, E3 M :O$= ,, 0 M 


501S POKE 7S2,1:FOR A-l TO 10®!? tt6:"0 
Qq0*";:HEHT A: POKE 559,34 


5019 REM Set up placers, 

soap ? ”is EE EH 

S025 trap 50201? "What is your nartf'Ji 
INPUT A$:? l, Vour opponent's fiane f* fo 


r c OMputen 11 : INPUT : ? “G" 

5030 IF THEN TRAP 40OG0:CO 

= 1 


5039 REM +HH* Set up vtain play screen 


5040 GRAPHICS 2:POKE 559,G ! POKE 712,40 
:SET COLOR 3,4, J.0 : POKE 756,226:POKE 752 


,1 

5045 POSITION 7,2:? i i i " ; POSIT 

ION 7, 4 i ? ttfrj " \ j POSITION 7,6!? 

I \ 1“ 

5046 POSITION 7,6:? lt&J ut —*— 1 — 111 

5050 FOR Y = 3 TO 7 STEP Z3F0R H = 7 TO 13 
STEP Z:POSITION KjY!? »6;CHR$C124) ; : c 
=C+1:NEXT H:NEHT Y:C=97 


5060 FOR Y—3 TO 7 STEP 2:FOR H=6 TO 13 
STEP 2! POSITION H,Yi? tt6 ;CHRSCCJj:C=C 
HrMEKT K : NEK! Y : POKE 559 ,3 4 : RETURN 


Let’s start Normally we would start any program with a 
rough idea of how we want our game to run, ie. the object 
of the game, rules, scoring etc but as everyone already 
knows the game of noughts and crosses we can pass on to 
the initial flowchart of the game- termed the ALGORITHM 1 
have included an explanation with the algorithm, but in 
order to gel you started 1 have also included a small 
program to show you how the ‘FINISHED?’ and‘AGAIN?’ 
boxes work Check out the program listing The REMs 
should make it self explanatory enough. 

If you now refer to the diagram you will see that the 
introduction screen is set up as a GO SUB routine. This is 
for reasons of speed as whenever a GOTO or GOSUB is 
used the compu te r starts at the beg i n n i ng of th e program to 
search for the required line. It will run far quicker having the 
main play sequence as near to the start of the program as 
possible. 

If memory space is critical, all DIMensioning and initialis¬ 
ing must be don e first b ut it is pref erab le to set u p th e screen 


so that the players have something to look at while the 
computer is busy with its housekeeping. Once the screen is 
set up, all INPUTs must be answered and any errors must 
be TRAPped, otherwise the program will stop execution. 

The algorithm may seem complicated and tedious, but 
in practice it is very simple. The graphics take up most of 
the listing and the error trapping only a few lines. Type in 
the listing and try some silly responses. Because the 
computer only checks for illegal strings it will take any legal 
input as your true name. If your name is longer than the 
length to which the name string is DlMensioned it will only 
store to the dimensioned length, so if you need more space 
use a longer DlMensioned string {A$ and B$). 

Here are a few notes lo help you with the program. 
Notice that the subroutine starts at 5010 and that I have 
placed a REM statement at 5009. Never, ever, send the 
program to a line containing just a REM statement Many 


by Mark Hutchinson 
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Write to Mark Hutchinson 
at 


P.O.BOX 123, BELFAST, 
BT10 ODB 


people tend not to type in these statements and they are 
the first to go when more space is needed So do not risk an 
ERROR 12 (look it up!). 

The rest of the program should be easy enough to work 
out Line 999 stops the program trying to run the sub¬ 
routine again which would give an ERROR 16, This type of 
line is normally one of the first lines I use and the last to be 
deleted, POKE 559,0 switches off the screen causing the 
computer to work faster and the drawn screen to appear 
fully completed. CMFTR is the GOSUB address of the 
computer routine. CO is a flag to indicate that the computer 
is the opponent and COUNT is the flag for checking the 
number of turns. Notice in line 5020 the cursor control 
characters to save on a POSITION statement The TRAP 
statement at line 5025 will send the program back to line 
5020 If an illegal response is given to the question (starting 
a string with a number etc), giving ERROR S, If the 
responses are valid then TRAP 40000 dears the TRAP. 
CO decides if you will be playing the computer. The final 
part of the program sets up the main play screen and 
switches on the screen with POKE 559,34, 

As the game is configured for the main play screen we 
will keep that as it is, however, l would like to see you try 
your hand at a new intro screen, that is. something to 
replace lines 5000 to 5020, You can go beyond 5020 if 
you wish as it is an easy matter to renumber the remaining 
lines. 

Now that you have seen part of the program 1 will set you 
your first task l would like over the next few weeks some 
intro titles with the best sound and graphics you can 
manage. In future columns l will publish different parts of 
the program but please do not expect to see the completed 
game for some time to come. If Les has the space he might 
indude the completed program in the final part of this 
tutorial. Please print your program as neatly as you can. 
Underlining means inverse and square brackets mean 
control characters, 


ALGORITHM DIAGRAM EXPLANATION 

We enter the o fgorrth m <3 t S TART. Thefirs t th i we enco u n ter is a box 
fhafsendsusto a GOSUB ro ufrne setting up ihe introduction screen. The 
box on the right shows us some of the things that must be done to set up 
this screen. When you haue s el up the screen to your own satrs/actfon, 
follow the path to the next hox At this point the ptaper inputs 
information If art ERROR occurs then a TRAP must be used to send the 
program back to the start of the input otherwise the program will R TOP 
The next box is a decision. DO YOU NEED INSTRUCTIONS?'. If not 
then the program returns to the morn sequence, If you do need 
instructions then continue down the path, Again errors mu si he lafren 
care of The next step is to dear the screen and print the instructions. 
Then the- program warts to see if you haue finished Phis port Is usually 
controlled by 'PRESS ANY KEY TO CONTINUE. No input and it wffl 
wa it, YES wi ff con tfn ue th e program. Th e next step os ks yo u if you w ish to 
uf ew the i ns fru ctio n s agoi n. Th Is can also be used if the ins fnjcfions cower 
more than one page. YES sends the program to the point where you sard 
YES to the question 'DO YOU NEED INSTRUCTIONS?*, If you decide 
you hpueseen enough, then the program returns to the morn sequence 
Apchn, errors must he tafcen care of. 





THE U.K. ATARI COMPUTER OWNERS CLUB 
[S3 P.0. Box 3, Rayleigh, Essex. 

Independent User Group 


HAVE YOU GOT YOUR COPY 
OF THE BEST CLUB 
MAGAZINE IN 
BRITAIN? 


Send a cheque P.G. for £4-00, made payable to the 
U.K. Atari Computer Owners Club , for your four issues 
subscription now. Or send Cl -30p [which includes P&P) 
for a sample copy, to see what the magazine oilers. 

Don’t delay do it todayU 


Filled from cover to 
cover with: 

* Galvanising 
Games 

m Tantallising 
Tutorials 

* Mind-boggling 
Machine Code 

* Lotsa Listings 
■ Topical Tips 
» Realistic Reviews 


STA RT 



FIG 1 - Algorithm for game introduction. 
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project 


The purpose of this project is to enhance the write-protect 
capabilities of the AtariSlO diskdrive. Itwillgiveyouaswitchabte 
write protect tab so that you can ensure the safety of data, make 
one-off file changes, or use the B side of disks without cutting a 
hole 

To complete the modification you need to be a very competent 
circuit builder It is extremely easy to make mistakes and just one 
slip- up eou I d ruin your disk drive and cost you over£60 fo r repa ir. 
// in doubt, give up! Because of this, 1 have not aimed to give step 
by step instructions, so if you or a friend do not have such skills, I 
recommend you look at the Autotect reviewed in PAGE 6 as an 
alternative- 

undertaking this product wilt render the warranty of the 810 
void If you choose to do the alteration, read this article all the way 
through first 

COMPONENTS REQUIRED 

1 x Vero strip (Maplin FL17T) 

2 x locking DPDT push switches with single mounting bracket 
screws, spacers and buttons, (Maplin FH67X, FH75S& FL31Jor 
Tandy 275-9401) 

1 x Green LED with holder 

1 x Red flashing (see text) LED (Tandy 276-036) with holder 
1 x packet of Veropins (Maplin FL24B) 

1 x 5-way socket [Maplin BH66W & 5 x YW25Q 
Wire (multicoloured) 

2 x small right angle brackets (Meccano?) 

3 x bo Us/nuts/was hers 
2 x knurled washers 

There are some components worth saying more about Most 
important is the flashing red LED. Although this will cost you 
about£1.10, ten times more than an ordinary red LED, and atrip 
to Tandy is required (Maplin do not stock it) it really is vital in order 
to keep your attention whilst write-enable is otl Cut costs, and you 

could lose in the tong term. Any LED holders should do, but I 
don't recommend the chrome panel holders (Tandy 276-080, 
Maplin FM38R) because they cut the viewing angle too much. 



A write protect modified! 


A proper PCB plug (Maplin RK67X] could be used if you wish, 
but I found Veropi ns quite satisfactory, and you need them 
anyway. Don't cut the present cable or you will not be able to 
restore the 810 to its original state if you want to, 

Although Maplin and Tandy have been quoted as sources of 
supply, many of these components should be available from your 
local electronics shop. 

CONSTRUCTION 

The diagrams should be sufficient for anyone capable of 
building the modification, but here are some hints you may find 
useful 

Make sure the Veropin plug' is not obstructed by wire ends 
around it (a file may be required), or it may not 'make 1 properly 
and fall off later. Whatever plug type you use, make sure only the 
marked wire is red, in order to aid you in future. (The810 pcb has 
the red wire marked). 

I placed two LEDs next to the BUSY and FWR ON LEDs^ but 
you could put them anywhere. Holes will have to be drilled to suit 
your holders. 

The 810 top, removed by taking the four little discs at the top 
off to expose the screws, has to be modified to expose the 
switches. If you look inside the top. you will see moulded holes at 
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tect 

[ion for 810 disk drives 


th e rear (opposi tes for th e power in an d d rive select switches). Cut 
out the two large round holes with a sharp knife. 

The switches themselves must be mounted on the PCB using 
spacers I used an old ball point pen barrel cut at 7 mm intervals. 
These are needed to position the switches behind the holes The 
switches are not soldered direct to the veroboard, but wired 
together;. Le. A to A, B to B etc. There are only two of each 
letter, 

After you have built the board, wired up the LEDs and 
connected the flying, socket you must spend plenty of time 
checking your work First check that you have made all the right 
connections as shown in the diagram Second, very carefully 
check that there are no solder splashes or strands of wire that are, 
or may be in future, shorting two points. Terrible damage can be 
caused by such shorts. Finally, repeat the two checks. If you find 
anything wrong, correct it and start the checks again. You cannot 
be too careful. 

Only when you have thoroughly checked your work should 
you fit it to the 810, Once you have unplugged the power lead, 
you have to locate plug number J101, which is at the back on the 
vertical board, and note the position of the red wire (also marked 
on the PCB). Gently remove the socket (the plug has the pins) 
and fit it onto the Veropin plug ensuring the red wire matches 
Now connect your flying socket to J101, checking that the red 
wire follows through all the way from J101 to the original socket 
(ignoring the break on the Verostrip). 

The two right angle brackets are each used in different ways, 
You will find one hole suitable for a bolt near the centre in the 
metal plate at the back of theSlO. The two knurled washers are to 
be used with this bracket to hold it tightly in place without 
pivoting. The second bracket is used to help prevent pivoting 
whilst the switches are operated It will rest inside the metal back 
plate to which the other bracket is bolted. When mounted at the 
back the new board should not interfere with any drive com¬ 
ponents If you drive is different, do not attempt to fit this 
modification, as the circuits may have changed. 

8™Tect IN USE 

Ensure that the fitting has been done correctly, that you have 
connected the right sockets to the right plugs and got them the 
right way round (use the red wire as a guide). When all is okay, set 
both switches to their “out 1 or 'extended 1 position. Leaving the 
810 lid off for now, plug in the power lead and turn on at the front 
Be ready to tum off immediately if no LEDs come on or the drive 
d oesn t do its norma I sta rF stop power up. (Re- check you win n g if 
alt is not well) Now press the inneaf button and the green 
"protected' LED should tight Press the "outer 1 button and the red 
LED should flash continually. Press the ‘inner 7 button again and 
only the power LED should remain on. 

You must now test the write protection, using a blank disk, DOS 


formatter (DOS 2 selection I) and a write protect label. With only 
the ordinary LEDs on (inner button out), the drive should act as 
normal, obeying the write-protect tab. (If write-protected the 
drive will give error 144 when you access it to format, otherwise it 
will format normally.) With a‘special' LED lit, the drive will either 
be write protected (green) or unprotected (flashing red). When all 
is tested and working, replace the 8KVs lid. The modification is 
complete. 

You may have thought that I have overdone the. 'make sure 
you check it 1 warnings, but 1 haven’t. To my cost I hurried the 
'production’ version (having had a prototype going for months) 
and left a minute solder splash. With a mini fireworks display, I 
killed the infra-red LED and a few other parts. Fortunately 1 know 
theSlO well and have fixed it but as 1, the designer, can foul up, I 
hope you heed my warnings and check everything thoroughly. 

No rcspons ibiHty fs accepted by the author, PAGE6 Magazine 
or any other party /or any damage that may occur from the 
building of this project m 


by Matthew Jones 


610 j>tb 


fiL:r lead 
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GOTO DIRECTORY 


A.S.WOOTTON & SONS, 

116, Edleston Road 
Crewe, 

CW2 7HD 
Tel 0270 214116 


The GOTO DIRECTORY is a guide to retailers who 
provide product support for Atari Many of these 
retailers wifi supply Mail Order so if you have trouble 
finding a supplier turn to the GOTO DIRECTORY. 


TRIO NIC, 

144, Station Road, 
Harrow, 

Middx, HAl 2RH 
Tel 01 861 0036 


Retailers who are interested in an entry in this feature 
are invited to contact the Editor on 0785 41153 , 

SOFTWARE EXPRESS 

31, Stoney hurst Road 


Nothing hut ATARI Auth¬ 
orised 1 Service Cen tre with 
fast turnaround of oil 
repairs The usual range 
plus printers, joystick 
inserts extensions leads at 
good prices. Try us for 
repairs or purchases. 

COMPUTER CENTRE, 

174, High Street, 

Horn church. 

Essex 

Tel: Hornchurch (04024) 
75613 or 44255 

We have a forge range of 
software, hardware, print¬ 
ers interfaces, magazines 
and books. Full support 
given, to interfacing, word 
processing etc Computer 
repairs. We specialise in all 
home computers. Mail 
Order or persona/ callers 
welcome. 

BITS AND PIECES, 

10 North Street, 

St rood, 

Rochester, 

Kent 

Tel U634 72102-8 
or 0634 716422 

A NEW Atari only shop in 
Medway area. XI/XB/ST 
always in stock. We are 
happy lo demonstrate the 
latest software and offer 
th e most friend I y service. 
Remember we are ATARI 
only We stuck the best 


JENNINGS STORES, 

248, Hertford Road, 

(Nr Green Street). 

Enfield, 

Middx 

Tel: 01 804 1767 

Very targe range of English 
and American software 
available as well as the 
very latest in hardware. 

PEATS ELECTRONICS, 

25, Parnell Street, 

Dublin 1, 

Ireland 

Tel: (00)01 749972/3/4 

We stock a full range of 
Hardware , Software Inter¬ 
faces, Printers and acces¬ 
sories. The fullest support 
for Atari in ire/and Mari 
Order throughout the U.K 

MICROBYTE, 

71. Sea view Road. 

Liscard, 

Wallasey, 

Merseyside, L45 4QW 
Tel: 051 630 6933 

Tired of high prices, poor 
service and hidden charges 
from other Mail Order 
retailers? Try us for the 
latest titles and U.S. mags. 
Visit or call anytime, up to 
6 pm 


Erdington, 

Birmingham, B24 8 HA 
Tel: 021 384 5080 

We are a company dedic¬ 
ated to supplying ALL your 
Atari needs, which also 
includes a PERSONAL 
IMPORT SERVICE and an 
out of warranty repair ser- 
vice. For safes and service 

phone 021 384 5080. 



LADBRGKE 

COMPUTING, 

33. Qrmskirk Road, 
Preston, 

Lancashire 
PR1 2QP 

Tel 0772 21474 or 
0772 27236 

We offer full service and 
support for any Atari and 
haue a// peripherals and 
auaiiahie software in stock 
Come to the shop for per¬ 
sonal service or try us for 
Mail Order. Either way 
you'U he p/eased you did 


Software, peripherals, 
books and magazines A 
comprehensive range for 
Atari, A ms trad 

Commodore and 

Spectrum. Try our late 
night shopping. Open 10 
am. to 8 p.m. Monday to 
Saturday. Give us a call or 
pay us a uisrt 

RADFORD HI FI LTD,, 

52, Gloucester Road, 

Bristol 

Avon 

Tel: 0272 428247 

We stock and support a 
comprehen$ive ra nge of 
products for Atari. Huge 
range of software from 
educational to small 
business (plus games of 
course). Word processing 
packages. Printers. All for 
the best computers! SFs 
available from stock. 

YORK COMPUTER 
CENTRE, 

7, Stonegate Arcade, 

York 

Tel 0904 641862 

Top American and Engfish 
software - ouerlOOO titles! 
Hardware, books t 

magazines accessories If 
you need anything for your 
Atari try Yorkshire's 
widest and most compre¬ 
hensive range of products 
for your machine. 


DATABASIC £7 

subroutines to ENTER to ^jive 
chained and indexed files in BASIC 

TABLET DECODER £7 


decode (ablet files from BASIC 

(hoth on disk for 48K 1)082/2.51 



'“MICRO ILLUSTRATORS 

(Touch Tablet/Koala Pad etc.) 

TO 

1029 PRINTER 

SCREEN DUMP 

with BONUS Pic-files 

NOW £5 - Disk only 

Mike Jervis, IS), Portree Drive, Rise Park, 
Nottingham, NlftG S DT 

Send S..4.E. for INCREDIBLE prices on ATARI 1 3rd parly 
hardware 
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Contact 


ANYONE KNOW GERMANY?: I 

have recently come across a few public 
domain programs and demos from users 
In Germany and they are brilliant , If 
anyone has any more or can put me in 
touch with any User Groups in Germany 
please get in contact I would love to 
publish some of the programs or help 
distribute them in the UK if I can contact 
the authors, Les Ellingham c/o PAGE 


SPECIAL INTEREST GROUPi [ am 

starting a special interest group for Atari 
home computers which will concentrate 
on matters such as music, robotics, com’ 
puter art and other specialist activities. 
Initially we hope to offer two services a 
newsletter and a contact service If any 
readers are interested could I invite them 
to write to me enclosing a stamped 
addressed envelope for an application 
form. G.Leader, 143, Richmond Road, 
Leytonstone, London, Ell 4BT 

ANALOG 16: Wanted or copy of Solid 
States with instructions from that issue. 
Will pay for issue or provide a blank disk 
and pay for photocopies. EJurdzis, The 
Astley, 33, Byron Close, B la con, Chester 
CHI 5XF 

DECEASED 810: Non-working 810 
diskdrive with loads of disks, any offers? 
Phone J. Beard on 01*767 4732 

RADIO HAMS: Can anyone help me to 
use my Atari for CW/RTTY/AMTOR I 
have a full licence but we do not have 
much support for Atari in Belgium, 
Jansen Guido, Guido Gezellestraat 40, 
B-8390 Knokke-Heist 2, Belgium Tel 
050/514554 

ST USERS: We have just started an ST 
User g roup an d would like to correspond 
to users of the ST in the UK and Europe 
to get together information about pro¬ 
grams and demos etc. We hope to pro¬ 
duce an S7 newsletter quite soon. Choo- 
Sian Qng, P.O.Box 50423, Pasadena, 
CA 91105, U S A 

(PAGE 6 is aha interested in getting 
together and distributing as many ST 
demos and public domain programs as 
possib/e. All disks returned with, hope¬ 
fully, more goodies on Ed) 


TIME MACHINE: Can anyone telJ me 
how to get back onto the sand from the 
dark passage in the Egyptian Time Zone? 
Also in THE COUNT, how do you stop 
the flagpole from breaking? I can ex¬ 
change help on Pirate Adventure, 
Voodoo Castle, Strange Odyssey, Mis- 
ston Impossible, Golden Voyage and 
Golden Baton. Gavin Forster, 814, 
London Road, Leigh-on-Sea, Esse* 
Phone no. 73308 

PEN PALS WANTED: 1 would like to 
make new friends in Great Britain, 
Europe, America I have a 130XE and 
1050 disk drive. Please write to David 
Morgan, 85, Walter Road, Ammanford, 
Dyfed, S.Wales, TeL 0269 3266 

CHALKBOARD POWER PAD: Does 
anyone have any software for this and 
technical information on how the unit 
works? John Dimmer, 16, Highdyke 
Road, Cranwelf Sleaford, Lincolnshire, 
EN34 8EJ Tei 0400 61383 

YORK USER GROUP: We are a group 
of enthusiasts around York currently 
setting up a User Group. If you are 
interested in meeting others in this area 
please contact John Nelson, 10, Dring- 
field Close, Dringhouses, York Tel 
YORK 708391 


BOOKS FOR SALE: Machine Lan¬ 
guage for Beginners£7.75, Atari Games 
and Recreations by Reston and Atari 
Basic by Wiley for £16.95 all inclusive. 
Michael Courtney, 64, First Avenue, 
Gillingham, Kent, ME7 2LG 

PRINTER FOR SALE: Centronics 739 
(same as Atari 825 and totally Atari 
compatible) including MMP interface, 
cable, manual, cover and word pro¬ 
cessor, Accepts single sheet, roll and 
fanfold paper. As new condition. £200. 
Tony Chamberlain Tunbridge Wells 
(0892) 20694 


1027 FOR SALE: Atari 1027 printer 
less than a year old. Any reasonable offer 
considered. Contact MWhitney during 
the day only on 01 698 6412 


HOME FILING MANAGER: Does 
a nyo n e kn ow how to cha nge the n umber 
of linefeeds between printing'cards 1 and 
can the type styles be changed? Tony 
Chamberlain. 0892 20694 

BACK ISSUES: PAGE 6 issues 1 & 2 
required to completed set Quality photo¬ 
copies accepted. J. Stuart Buchan. 
Phone0383 414349 (evenings) 

AUSTRALIAN USER My name ls Ray 
Christie and I live in Victoria, Australia 
We haven't had an Atari distributor out 
here for 10 months and I would like to 
write to folks in the UK to keep in touch. 
Please write to R. A Christie, 15, Heather 
Grove, Greensborough 3088, Victoria, 
Australia 

BOOKS AND MAGS FOR SALE: 

PAGE 6, Antic, Analog, and many Atari 
related books for sale. Please send s.ae 
for list to HField, The Chimes, BelEs 
Lane, Hoo, Nr. Rochester, Kent, ME3 

9HT 

ADVENTURE HELP; Can anyone 
help me on Dallas Quest where I am 
stuck at the Trading Post and on Sands 
of Egypt where I am stuck right at the 
beginning! Ron Hoogendyk, Prs Beatrix 
Str. 13, 1721 AS, Broek Op Langedyk, 
Holland 

WORLDWIDE CONTACTS: I would 
like to write to other users around the 
world. I have a 64 k 600XL and 1050 
disk drive Ron Hoogendyk, Prs Beatrix 
Str, 13, 1721 AS, Broek Op Langedyk, 
Holland 

TIME MACHINE: How do you escape 
from the Weapon Room after you have 
pulled the lever? GShute,20, Ktngshayes 
Road, Aldridge, Walsall West Midlands, 
WS9 8RU 


CONTACT really does world If 
you need help or want to get in touch 
send your notice to PAGE 6 on a 
separate sheet of paper headed 
CONTACT. We will accept any 
notices except those offering soft¬ 
ware or copying utilities for sale or 
exchanges 


BULLETIN BOARDS 


Livingston BBS 

Atari based board * the best in Britain? 
TeL 0506 36978 
24 hours 


CR4B.B.S, 

BUG club board 
TeL 021 430 3761 

24 hours excluding Thursday evenings. 
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B«S club cull 


The big event of the month has to be the PCW show at 
Olympia. The club organised a coach trip to London on the 
Sunday to see what had been described as 'the ATARI 
show 1 and, especially when you compare it to the episode 
we had two years ago, it was a great success. A few saw fit to 
have a lie in and miss the departure, but we went down with 
a full coach and returned happy and content Fm sure the 
rest of the magazine has the show well documented but a 
little more shouldn’t hurl The exhibitors had obviously had 
a very hard week because they looked well and truly 
wacked. Atari had three large stands, one of which 
appeared to be coffee tables and another was full of STs 
lying idle, It's a great idea having thirty or so machines for 
visitors to try out but something a little more interesting 
than the OS would have been appreciated There was 
Kennedy Approach on one, but nobody seemed to know 
how to play it, and somebody had swiped the instructions! 
There was even one stand selling its software package but 
didn’t have one to demo, and the pretty lady promoter 
didn't even know the price of the machine. I was looking 
forward to the Colourscape demo mentioned in the last 
PAGE 6 but it was on a screen so large that you needed to 
go to the other side of the hall to see it where you couldn't 
hear the music through the constant beeping of games and 
Ram bo videos. 

But 1 don’t really want to sound so negative, It was a great 
day out and I enjoyed myself immensely. It was also nice to 


see a bit of the competition which I have always ignored in 
Laskeys and Smiths, There was one demo on the ST that 
was realty quite stunning It was a file of high res colour 
pictures (welt actually it was the lowest resolution on the 
ST) which could all be called from the disk and displayed 
on the screen at the same time, on top of each other, and 
then moved and cropped and altered and have the colour 
changed „„ and it doesn’t sound half as impressive as it 
looked It is some machine, 

Anyway, what else is new? C.B.A.B.BS. (the Central 
Birmingham Atari Bulletin Board Service) is now up and 
running. So, if you have a modem you can get in touch with 
it, and BUG, by dialling 021-430 3761. During the first 
week on the air, it was contacted by 20 users, one of which 
was from Norway! It is running 24 hours a day except on 
Thursday evenings when the hardware is used at the 
club. 

In the last few months there have been quite a number of 
new software releases and we must thank Software 
Express International for letting us preview them at dub 
meetings as they have become available. Ifs good to be 
able to spend a night on them before splashing out That's 
one advantage all you users who have refrained from 
joining the club are missing out on. 

Mike Wilkinson 


LISTER 


by Mary Lynch 


Lister was written for use on the 822 printer to aid in 
debugging program listings but should run on any other 
printer. It allows you to print a listing to any line length and 
divide at into manageable pages. 

The program to be listed must be on tape or disk in LIST 
format eg. LISTED PROG RAM’ or LISTED’ 1 . Just answer 
the on screen prompts. 


BERTIE continued from page 10 

BY 20240 DAT ft 1 7 3,2 21,6,2 4 „ 109 , 21* , 6 , i 3 3 , 
266,76,162j 6*173,221,6,24,105,1,141,22 
1,6,189,204,6,56,233,16,157,2*4 
lift 20250 DOT A 5,201,10,40,213,76,127,6,17 
3,219,6,24,109,216,6,133,204,169,0,133 
,203,160,255,145,203,136,206,251 
HA 20266 BATA 109,212,6,133,203,160,0,177 
,205,145!203,200,192,16,200,247,174,21 
6,6,109,200,6,157,0,200,24,144 
FU 20270 BATA 131,0,0,0,0,0,0,0,0,0,0,0,0 
,0,0,0,0,0,0,0,0,0,0,0,192,208,224,240 
,0,0,8,0,0,0,0 
MM 20299 REM 

UK 20300 DATA. » , 55,73 , 13 7,13 7,157,90 , 12 6 , 
36,190,55, 7 3,13 7, 13 7 , 157,90, 126,36,68, 
130 

PG 20310 DATA 0,0,0,18,54,34,0,0,8,0,0,0, 
18,54,34,0,0,0,0,0 

RC 20320 DATA 0,O,102,187 r 153 * 102,189,66, 
36,231,102,187,153,102,189,66,36,36,66 
,129,0,62 

QH 20330 DATA 127,127,127,62,0,5,0,0 
12 20348 REM ■* i; b fcl !1 □ 


UG 

Eft 

UK 

Oft 

UU 

OF 

JF 

OB 

TP 

HH 

RU 


FG 

SC 

BfC 

00 

HP 

MF 

ZB 

GH 

VL 

MV 

YD 

QF 


Uft 


30000 REM MMMMHK HH HHMKKK W HMW H MttMKMMMM 


30001 REM * LISTER by Linda Tinkl&r * 

30002 REM * Feb. 1985 » 


10003 REM *--g—---* 

10004 REM * PAGE 6 MAC, - ENGLAND * 
30005 REM KMKHKH H MKKKMKMfc It M U M M I t MKWMHM 
1O009 DIM FILES£151 

30010 ? "KiLENGTH OF LINE "jilHPUT CL 
3OO20 ? “HUMBER OF LINES TO A PAGE ; i 
INPUT PL 


ISCREEN HILL GO BLANK HHIL E~ L 


Em™ * * n-mw:«-rarmia 

30040 ? "NAME OE FILE TO LIST use *D! 
1 PREFIX or Cf if cassette 11 ; ;tRAP 3016 
0!INPUT FILES 

30050 PK-PEEK C5595 :POKE 559,8 
30060 LPRINT ,,FILES!LPRINT 
30070 TRAP 30160 : OPEN UZ , 8> 0 , "P : 11 ; OPEN 
ttl,4,0,FILES 


30000 L~1 

30090 FOR C=1 TO CL 
3O10O TRAP 30170!GET Ol, A 
30110 ? tt2jCHR$£Al ; 

30120 IF A—155 THEN 30140 
30130 MEHT Ci? UZ jCHftSC1553j 
30140 L-L+lilF LC-PL THEN 10090 
30150 FOR PG-1 TO 3jt ttZlNEKT PG:GOTO 
30000 

30160 POKE 559, PK ! ? CHECK FILER 

AME AND HARDWARE THEN";? “TYPE 'GOTO 3 
0010' RETURN 11 

10170 CLOSE ttl:CLOSE 1*2 ; POKE 559,PK:TR 
AP 40000!END 


D 
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IMo. 1 FOR ATARI* 


Atari 520 ST 


PRICES 


ST PACK INCLUDES: 

B20 ST 



MIDP Interface, RS232 
SeriaI/Centronics Parallel 
Interfaces. Floppy Disk and Hard 
Disks Interfaces, RGB Video and TV 
outputs. Sound Generator with 3 channels. 

2 Joystick Ports, 3 Graphics and Text Modes - 
320x200 — 512 colours, 640x200 — 4 colours, 640x400 B/W, 
16 Bit Motorola 68000 Microprocessor running at 8 mHj. 


GUARANTEE 

Our EXCLUSIVE Direct 
Exchange Guarantee is 
available FREE OF CHARGE 
to all our customers. 

If a product purchased from 
SILICON CHIP becomes faulty 
due to a manufacturing or 
component defect, within ONE 
YEAR of purchase, we will, 
subject to availability, 
exchange for new. 


T Meg. Floppy Drive 
Hi-Res B/W Monitor 
Plus software fisted below 

£749.99 

Basic, Logo, GEM write. 

GEM paint and BOS Operating 
System 

final prices and specs may be 
subject to change. 

POWER WITHOUT THE 
PRICE 

Chrpsoft Integrated Accounts 
Package:- 

Induding Stock Control, 
Nominal. Sales and Purchase 
Ledgers £250 

ST to Centronics Printer Lead 

£29.99 

ST Midi Lead 

£24.99 


SILICON CHIP LTD f Showroom address: 

302 High Street, Slough, Berkshire. Tel: 0753 70639 

* 1 st Atari Business Centre. 

* 1st Dealer for 730 XE , 

* 1st Dealer for 1029 Printers. 

* 1st Dealer with our own Software House for Software Support 

* 1st Dealer for 520 ST 

Please phone or write for full details. 
















































The 



Midlands ATARI 



212-213 

Broad Street 








I « ■ 


tmi 


jm 




TEL: 021-643 9100 

212 BROAD STREET, BIRMINGHAM B15 IAV 



FRIENDLY WELCOME 
ASSURED 
EXPERT ADVICE 
ALWAYS AVAILABLE 

OPEN MON-SAT 
9:30 - 6:30 p.rn« 



A COMPREHENSIVE SELECTION OF 
SOFTWARE ALWAYS IN STOCK 



AS ATARI SPECIALISTS WE OFFER KEENEST PRICES 
AND LARGE UP TO DATE STOCKS 

TRY OUR MAIL ORDER SERVICE GOODS DESPATCHED BY RETURN — NO WAITING 





















































